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CHAPTER 1  
Introduction 
 
An evolution in television viewing has occurred over the past two decades. 
Technological innovation has facilitated the distribution of content via a variety of 
new screen devices and platforms. Viewing behaviour is also changing. Traditional 
single screen viewing behaviour is being replaced by viewers watching and engaging 
with more than one screen at a time. Pay TV, digital television channels, internet 
streaming and video-on-demand are providing more viewing options to audiences and 
forcing the television industry to grapple with fragmenting audiences. As a report by 
Screen Australia (2011b), Understanding Audiences in a Multi-screen World, puts it: 
the ‘screen industry is in transition as distribution mechanisms converge and access 
points increasingly fragment’. Indeed, one of the key findings of this report signals a 
cautionary message to the film and television industry: ‘the overwhelming trend of 
recent years has been the addition of new screen activities to old’ (2011b: 1). Current 
literature on new media and screen convergence culture such as Mittell (2009a); 
Spigel and Olsson (2004), Gray (2010) and Ryan and Hearn (2010) establish 
contemporary audiences as viewers who are adept at managing their entertainment 
and information sources from a range of media technology. The consequences of this 
change are impacting on television production and marketing.  
 
Screen Australia’s 2011 research also indicates that contemporary screen evolution is 
being driven by audiences who tend to be: 
 younger, innovative, interested in technology and want to experience life, 
believing they can have it all. They have the highest participation rates 
across most screen activities, yet they are less likely to be watching free-
to-air television than they were five years ago. (2011b: 1) 
 
Listening to an iPod while texting on a mobile, or social networking, or researching 
online on an iPad or laptop with the television on a few metres away, is a typical 
representation of a young person’s screen use behaviour today. The academic 
literature examines this adoption of screen innovation by younger people. 
Buckingham (2007a: 3) for example, finds that the younger generations are ‘multi-
screeners’ who feel no particular affinity with the television set. Itō (2010: 4) 
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identifies a predisposition for adolescents to adopt and embrace screen innovation in 
their home and social life. Tapscott (2009: 9) investigates young people’s digital use 
and argues ‘in education, they are forcing a change in the model of pedagogy, from a 
teacher-focused approach based on instruction to a student-focused model based on 
collaboration’. 
 
Technology that pervades the adolescent home and social life is being incorporated 
into everyday teaching and learning practices. Although textbooks have accompanied 
screen resources for many years it is the number and type of screens that is changing. 
Policy literature affirms the digital revolution has now infiltrated schools and is 
impacting on classroom pedagogy. The education sector too is in transition. While it 
once relied entirely on sourcing knowledge from written hardcopy texts, education 
policy research suggests sourcing screen based information is becoming common 
practice particularly across multiple screens. In the 2013 Australian government 
commissioned Digital Education Advisory Group report Beyond The Classroom: A 
New Digital Education for Young Australians in the 21st Century, Alexander (2013: 4) 
sums up the pedagogical evolution occurring in the new learning environments of 
Australian classrooms. ‘The old industrial, “stand and deliver” model of education is 
long gone. The walls of the classroom have been expanded by social media, the cloud, 
wikis, podcasts, (and) video-conferencing’. The concept of a 21st century classroom 
where students acquire 21st Century learning skills is a testimony to this shift in 
education resource sourcing and classroom practice. The Melbourne Declaration of 
Educational Goals for Young Australians identifies 21st century learning skills as 
‘social interaction, cross disciplinary thinking and the use of digital media’ 
(Ministerial Council on Education Employment Training and Youth Affairs, 2008: 5).  
 
Buchanan (2011: 2) confirms that, education in Australia has taken a ‘digital turn’ and 
should be ‘technologically mediated across the curriculum as a matter of urgency’. 
Traditional teaching and learning practices are being challenged by a more visually 
dynamic and technologically innovative pedagogy. As with general television 
audiences, educators and students are beginning to adapt to multi-screen viewing 
practices and seek an increasing range of screen based resources. Buchanan (2011: 2) 
explore the way in which screen applications are being used by young people and 
claim that for ‘app-enabled’ young people screen applications have the power to 
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inspire. Thereby, suggesting emerging opportunities for the production industry. 
 
While the education market has always been an ancillary market for Australian screen 
producers since televisions began to enter classrooms in the 1960s, and documentaries 
in particular are often developed from the outset with the education market in mind, 
the re-purposing of on-air television series for secondary education has been by and 
large ad hoc; nor is there a recognised or systematic best-practice approach to re-
purposing curriculum relevant content. Moreover, the digital media and multi-screen 
environment brings with it a new set of challenges such as computer access and 
internet speed.  
 
Television’s array of documentary and drama programming creates potential for the 
television industry to facilitate the emerging screen content needs of 21st century 
classrooms. Technological innovation now allows for on-air content to be re-purposed 
for online delivery. The digital era provides television producers and networks the 
opportunity to enhance the distribution and appreciation of its content. 
 
Research Problem  
This research investigates how the television industry can effectively re-purpose on-
air content to an online medium for the education sector in a way that accommodates 
curriculum requirements and classroom pedagogy. The research questions that frame 
this study are as follows: 
• What challenges exist for the television industry in re-purposing on-air television 
content for online internet distribution to the education market? 
• What practical principles could guide the television industry for effective re-
purposing on-air content for online distribution? 
 
The industrial, education and social background to this thesis is considered in terms of 
changing viewer behaviour and the adaption of multi-screening behaviour, the 
emergence of the 21st century classroom and evolving classroom pedagogy. The 
confluence of the Australian Curriculum, Digital Education Revolution (DER) and the 
National Broadband Network (NBN), and the opportunities these initiatives present 
for the television industry are examined as influential factors in the uptake of screen 
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content as a learning resource. The study is contextualised though an examination of 
literature on the screen viewing behaviour of the twelve to eighteen year age group – 
the primary age group for students in secondary education – to identify what 
encourages a young person to engage meaningfully with, and learn from, the screen.  
 
Method 
This study is a reflective professional practice-based research project comprised of a 
written dissertation and a portfolio of supporting professional practice that 
exemplifies, illustrates and builds on the insights of the written component. While this 
research is situated within the intersection of two disciplines: education and creative 
production, it is centred on applied creative production. The professional practice 
component of the study is estimated to have occupied at least eighteen months full-
time and is thus weighted at 60% and the written thesis component is weighted at 
40%.  
 
The professional practice comprises of four case studies and uses reflective 
methodology to develop knowledge and insight, which culminates in the formation of 
a set of design considerations for the television industry. The design considerations 
specify tested, successful processes and practices to inform industry networks and 
producers of how to extend the life of their educationally relevant on-air programs by 
re-purposing the content as online educational learning resources for teachers and 
students. Drawing on such design considerations is a valuable contribution to 
knowledge as it is a systematic approach to developing online curriculum content.  
 
For the purpose of this investigation, according to the definitions of Gardner and 
Davis (2013: 1), the research focuses on the multi-platform method of production and 
viewing. The four case studies undertaken for the professional practice and the 
production examples referred to in this research are examples of multi-platform 
productions. Each case study and example provides complementary online content to 
the on-air production. The four case studies were selected as an intentional strategy to 
demonstrate the differences between re-purposing a single program and creating a 
curated portal.  
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Reflective professional practice  
In the context of professional practice, experiential learning theorists Dewey (1910), 
Schön (1983) and Jenkins (2006: 107) maintain learning through experience and 
reflection in a cyclical process can lead to mastery. As explained in more detail in 
Chapter 3, according to Dewey (1910: 165), reflecting on past experience and learned 
knowledge supports intellectual growth and the development of mastery. Kolb (1984: 
171) explains that for the practitioner reflective practice is a ‘means by which 
practitioners can develop a greater level of self-awareness about the nature and impact 
of their performance, an awareness that creates opportunities for professional growth 
and development’. 
 
This research draws on the experience gained in my career of almost twenty-five 
years as a secondary school teacher and an education media producer. As a newly 
graduated Geography teacher in the late 1980s, I recognised that the visual materials 
teachers were using as stimuli in classrooms were poor in quality, generally stretched 
to address curriculum requirements and, importantly, were not designed to engage the 
curiosity of teenage students. I became eager to be an agent of change to rectify this 
shortcoming. 
 
From here, a series of post graduate diplomas and degrees in both theory and practical 
media production positioned my career in a niche between the education and the 
television broadcast industries. My recent television projects are outlined in Table 1.1 
below. Although the curriculum subject areas in these programs differ (i.e. History, 
Geography, Science and English), the common thread, and the reason the education 
component of the multiplatform productions went ahead, is because of the curriculum 
relevance of the content. During the period of my PhD candidacy I participated in 
industry projects other than the four case studies undertaken for this research. 
Applying reflective methodology to all my creative practice – both the four case 
studies and the other projects – contributed to the case studies in that the other 
projects broadened the scope of experience and enabled sequential development of 
knowledge. Table 1. 1 outlines all projects undertaken during recent years. 
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Table 1.1 Recent Television Education Projects 
YEAR PROGRAM BROADCASTER 
PRODUCTION 
COMPANY GENRE FORMAT 
PERSONAL 
INVOLVEMENT 
 
2010 The Making Of Modern Australia ABC Television 
Essential Media and 
Entertainment 
History 
Documentary 
4 x 60 min  
Series 
 
Website education 
material and media 
  
 
2010 Great Migrations National Geographic National Geographic Nature Documentary 
6 x 60 min  
Series 
 
Website education 
material 
 
 
2011 Tim Winton’s cloudstreet 
Showtime 
Australia Screentime 
History 
Drama 
3 x 120 mins 
Mini-series 
Website education 
material and media 
 
 
2011 Go Back To Where 
You Came From SBS Television 
Cordell Jigsaw 
Zapruder 
Current 
Affairs 
Documentary 
4 x 60 min 
Incl. a Final 
Forum 
Episode 
 
Website education 
material and media 
 
2012 Mabo ABC Television Blackfella Films History Drama 
90 min 
telemovie 
Website education 
material and media 
 
 
2012 Foxtel For Schools AUSTAR/FOXTEL AUSTAR/FOXTEL Multi-channel Multi-channel Website 
Education website 
functional design 
and curriculum 
alignment 
 
2012 ABC Splash ABC Television ABC Innovation Factual  Website 
Website education 
material and 
interactive media 
 
2013 Education Hub National Geographic Channel Australia 
National Geographic 
Channel Australia Factual  Website 
Education website 
functional design 
and curriculum 
alignment 
 
In chapter 3 I explicate my reflective methodology. I demonstrate how the application 
of this methodological practice is the ideal mode of inquiry for this research. It 
enables the combination of the two disciplines in the research, education and creative 
production. The outcome objective of this combined discipline and reflective learning 
is formulation of the systematic best-practice approach to re-purposing curriculum 
relevant content. 
 
Case Studies  
According to Yin (2014: 3) the goal of case study research is to ‘collect, present and 
analyse data fairly’. He outlines the case study research process and recommends it 
begins ‘with a thorough literature review and a careful and thorough posing of 
research questions and objectives’. Strengths and weaknesses of the case study, Yin 
recommends, should be identified. A strength of this professional practice is that the 
case study research contributes insight into ways broadcast television content can be 
re-purposed for online delivery. While a weakness of the research is that, although it 
is focused on development and supply of creative media, it does not test the resources 
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for effectiveness, value or success in the classroom. Testing is a further area of 
investigation that would complement the findings of this research.  
 
However, the research provides an analysis of national and international industry 
trends in re-purposing on-air content for online creative media and learning resources. 
The analysis informs the research and contextualises the professional practice. The 
choice of case studies is strategic and aims to demonstrate differences in planning, 
production and promotion between a television program and an archival portal 
comprising of many programs. Each case study illustrates a different genre in the re-
purposing of on-air content for online education use by teachers and students across 
several curriculum areas. The case study formats, variations and the order in which 
they were undertaken in the eighteen month full-time professional practice are 
illustrated in Table 1.2 below.  
 
Table 1.2 Professional practice case studies 
NETWORK ORGANISATION ON-AIR ONLINE EDUCATION  
Showtime Australia Drama network Drama Series 
Tim Winton’s cloudstreet 
 
Televised program 
cloudstreet Classroom 
 
SBS Television Public Broadcaster 
Documentary Series 
Go Back To Where You  
Came From 
 
Televised program 
Schools 
 
ABC Television Public Broadcaster All relevant on-air education programming 
 
Archive portal   
ABC Splash 
 
National Geographic 
Channel Australia  Documentary network 
All relevant on-air 
education programming 
 
Archive portal   
Education Hub 
 
 
The curriculum is the guiding parameter where my role was to work with the 
production company and the distribution network to determine the curriculum 
relevance to create an educational resource that was useful and marketable to the 
education sector. My creative contribution in each case study entailed: 
• Ascertaining curriculum relevance of the on-air production;  
• Advising on website design and function;  
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• Researching and writing classroom learning resources for teachers and students; 
• Developing online interactive assets (with the company webmasters); and   
• Providing creative ideas for marketability. 
By applying reflective methodology, I have built on knowledge learned in each 
subsequent case study to inform the next case study. This sequential manner of 
learning in the professional practice forms the basis of knowledge learned in the 
research. Through reflective methodology, contextualisation with current literature, 
examination of Australian and international examples, and the opinions of industry 
experts, this study has devised the systematic best-practice approach to re-purposing 
curriculum relevant content for the television industry and the education sector. The 
new knowledge is presented in the final chapter of this thesis as a guiding set of 
practical principles and critical reflections for producers and distribution networks on 
ways to benefit from the current opportunity brought about by digital technological 
innovation.  
 
The research identifies challenges and difficulties that exist in the full adoption of 
screen based learning in classroom such as industry production budget limitations, 
and computer and internet access in schools. The practical principles of the design 
considerations provide the means to determine curriculum relevancy of an on-air 
production; information on classroom pedagogy and student learning practices; 
insight into strategic project management; expertise on effective creative function and 
design of educational media and description of successful marketing campaign 
operations. The significance of the research for the television industry, at a time when 
retaining audiences is challenging, is to offer a way by which a new audience can be 
developed relatively cost-effectively. It provides opportunity to nurture marketing and 
demonstrates to the industry that creating education media with digital screen 
innovation and may possibly benefit production commercial viability by expanding 
distribution as digital is embedded pervasively in education.  
 
Ultimately, for television producers, adapting to trends in technology, adolescent 
screen interactivity and classroom pedagogy may improve sustainability. It is, 
however, too early in the process of re-purposing to assess the viability of business 
planning around it. There is currently no systematic approach to developing online 
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curriculum from on-air content. There are no formalised guidelines or principles that 
create a rapport between the requirements/language of screen producers and content 
that is relevant and adheres to principles of curriculum. The implementation of the 
Australian Curriculum has only increased the need for such an approach. 
 
Thesis structure 
As this research draws on the two domains of education and digital media, Chapter 2 
examines current literature in both areas. The emergence of the digital age and its 
impact on educational pedagogy and learning forms the basis of understanding how 
technological innovation can engage with young people in their multi-modal digital 
world. Experts such as Buckingham, Itō, Jenkins and Somekh are reviewed to 
contextualise the research in terms of young people’s screen use behaviour; classroom 
pedagogical; and technological trends. The release of the Australian Curriculum and 
the DER are influential factors bringing about markets and opportunities for the 
television industry. The views of experts in the field of pedagogy, young people and 
internet technology tend to suggest that screen based learning has become 
commonplace in many schools across the nation. 
 
Chapter 3 outlines the methodology undertaken in this research. Investigating the two 
areas of education and digital media, reflective methodology enabled sequential 
learned insight that continues to inform me as a practitioner. Analysing industry 
trends and practices I applied reflective methodology to determine what is effective 
creative media production. Embarking on each new case study, I was informed by the 
subsequent creative process and practice, and used that knowledge to test and grow 
the production for a more effective resulting production. This chapter concludes by 
contextualising the research with four examples (two international and two national) 
of multimedia productions that contribute to my understanding of matching and 
applying curriculum relevance to a multimedia production, designing its functionality 
and its stylistic appeal to teachers and students. 
 
Chapter 4 comprises of the professional practice case studies. The four case studies 
were produced for four different networks. They represent the diversity in Australian 
television broadcasting. That is, a tele-movie series produced by a Pay TV drama 
network, a documentary series by a public broadcaster, an online aggregated 
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education portal funded by the federal government and an international online 
archival resource hub. The four case studies are:  
1. The television mini-series Tim Winton’s cloudstreet; 
2. The television series Go Back To Where You Came From (Series 1 and 2); 
3. ABC Television’s online education portal ABC Splash; and  
4. National Geographic Channel’s Education Hub.  
The final chapter concludes this research by presenting the knowledge and 
understanding developed through the literature, methodology, contextualisation and 
professional practice. Benefits and limitations are presented to demonstrate the 
challenges that exist in creating education multimedia. Industry executives contribute 
and confirm their interest and intent to re-purpose on-air content for online delivery to 
schools but reiterate the need for a ‘road-map’. This research finds and presents a set 
of design considerations as a model for educational media production that specify the 
process and ensure effective and meaningful production outcomes for the television 
industry. 
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CHAPTER 2 
Literature Review 
 
This literature review is organised into two parts. Part A addresses the challenges, 
trends and potential opportunity brought about by digital screen innovation in relation 
to the two themes specified in the research questions. That is: 
1. Technological innovation and engaging with young people in their multi-
modal digital world; and   
2. New opportunities for the television industry brought about by digital 
screen innovation.  
Part B investigates recent Australian Government policy, its impact on education and 
screen based learning, and policy parameters for the television industry in three areas: 
1. The impact of ICT on educational pedagogy and learning; 
2. The release of the Australian National Curriculum in relation to producing 
educational resources for Australian students; and  
3. The Digital Education Revolution, its policy and intent, and its influence 
on the adoption of screen based learning.  
Part A 
 1. Technological innovations and engaging with young people in their multi-modal 
digital world  
 
A growing body of research is examining youth culture and generating knowledge 
about young people’s capacity to shape their lives around digital media. The findings 
of such as Itō, Buckingham and Prensky guide my investigation into how today’s 
youth is using media. Itō provides a detailed account of today’s youth culture and 
media technology, while Buckingham’s work outlines young people’s use of 
technology and investigates the impact of technology in education and Prensky 
examines the effectiveness of digital game-based learning. 
 
In Hanging Out, Messing Around, and Geeking Out, Itō (2010: 193) reports on 
findings of the Digital Youth Project (USA, 2005-2008). Itō (2010: 4) encapsulates 
the authoring team’s standpoint on media technology ‘we do not see media or 
technology as determining or impacting society, culture or individuals as an external 
force with its own logic, but rather as embodiments of social and cultural 
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relationships that in turn shape and structure our possibilities for social action and 
cultural expression’ such as media and its use by young people. Using a qualitative 
approach, Itō applies empirical methods to understand and build knowledge of young 
people, new media and learning. Itō concentrates primarily on middle and high school 
students aged from 12-18 years, using case studies of the various aspects of their lives 
that pertain to media: 
• Friendship; 
• Intimacy; 
• Families; 
• Faming; 
• Creative production; and 
• Work. 
Focusing on these aspects of young people’s lives, Itō (2010: 8) references 
ethnographic case studies of youth engagement with media and draws on the 
conclusions of Eckert (1989) and Chudacoff (1989). These two researchers believe that, 
now more than any other time in history, youth occupy age-segregated institutions, and 
that youth culture and its new media practices are characteristically setting apart youth 
from adulthood. Itō (2010: 1) believes ‘the current youth adoption of digital media is a 
unique historical moment’ and so outlines the growing public discourse on youth 
media use. While presenting the negative views, Itō outlines the positive viewpoint 
that popular culture can provide young people with space to negotiate issues of 
identity and belonging within peer cultures and discusses the assimilation of digital 
media into the classroom. She refers to recent findings of researchers Barone and 
Eisner (2012) and Buckingham (2007a) who, also write of the generational divide and 
the digital divide between life at school and life outside of school. 
 
In Beyond Technology: children’s learning in the age of digital culture, 
(Buckingham, 2007a: vii) begins by pointing out that twenty-five years have passed 
since he first saw computers in the classroom. More than a decade ago, Sefton-Green 
(1998: 2), in Digital Diversions: Youth Culture in an Age of Multimedia, 
demonstrated ‘empirical evidence about the multiplicity of ways in which young 
people are utilising and appropriating a range of new technologies in the making of 
youth culture in the digital age’. Buckingham (2003: 199) posits that, despite the 
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increasingly important use of digital technology by young people in their daily lives 
through the internet, mobiles, games, social media and interactive television, 
predictions made a couple of decades ago about the ‘transformative potential of 
technology’ in education have not eventuated. Buckingham is critical that much of the 
use of technology in schools is ‘unimaginative’; thus a young person experiences a 
cultural divide between media use in and out of school. Buckingham (2003: 200) 
asks, ‘How should schools be responding to the role of digital media in young 
people’s lives? Should they enlist the media for the purpose of delivering the 
established curriculum?’ Edgar and Edgar (2008), like Buckingham, question whether 
online education content is adapting to individual learning needs. According to Edgar 
and Edgar (2008: 5), despite being an inherently adaptable medium, there is currently 
little evidence of online content ‘adapting appropriately to a particular age group or 
different developmental levels within that age group’. 
 
Current media and education researchers tend to agree that young people are eager to 
integrate digital media into all aspects of their lives. It could be argued that 
educational practice that doesn’t seek to engage these ‘native’ capacities is not taking 
full advantage of students’ capabilities and their need to learn. However, Buckingham 
and Willett (2013: 11) ask, ‘is there a digital generation?’ Anderson and Balsamo 
(2008: 244) write that our educational institutions are populated by the ‘born digital’ 
generation. Beyond being simply comfortable and at ease with digital technology, 
according to the research findings of HABBO (the online teen community), young 
people regard digital media as an integral tool of life. Lehdonvirta and Räsänen 
(2011: 91) conclude in HABBO’s Global Youth Survey that adolescents regard the 
internet as the springboard for freedom. Fifty-seven percent of adolescents think it is 
easier to be creative online. HABBO suggests that ‘digital tools - as well as sharing 
photos, music and opinions - are giving adolescents the confidence to explore 
different groups and interests, pushing boundaries to express themselves’. Similarly, 
Wilson (2009: 5), explains that for younger generations flexibility is the key - to be 
able to move content from one platform to another. With the digital age fully 
ensconced in young people’s lives, they proficiently flip from one screen or gadget to 
another when seeking fun, information, connectivity or creativity. These viewpoints 
contribute to this research confirming the tendency for young people to use digital 
tools with ease, regardless of screen size.  
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In How Teens Use Media, AC AC Neilsen (2009) reports that, ‘while television is still 
the dominant medium of choice for adolescents, beyond the television set, teens are 
increasingly watching video on the “second” and “third” screens of online and 
mobile’. AC Nielsen reveals that high consumers of high volumes of TV are also 
frequent consumers of the internet: ‘high-intensity media consumers are high intensity 
media consumers regardless of media type’. The AC Neilson research finds that while 
they might not be able to afford a laptop, seventy-five percent of Australian students aged 
12-18 years use a mobile daily and are typically online via any device for approximately 
28 hours per month. In his Australian quantitative research project Word Up, social trend 
researcher McCrindle (2009: 20) summarises: 
We are dealing with the world’s first global generation. Wherever they are 
in the world Generations Y & Z are logged-on and linked-up - a 21st 
century generation influenced by the same movies, music, fashions and 
food. As in their typical television viewing, increasingly, as adolescents 
across the country are drawn to the same online content.  
 
McCrindle’s Australian research project is a notable consideration for the research 
questions in that it illustrates, for screen producers, young people’s propensity to view 
the same popular content. According to a program’s content, this finding can be an 
advantage or a considerable challenge. Attracting young people to online learning 
content is a persistent challenge for education creative media producers. The 
Australian Bureau of Statistics (Australian Bureau of Statistics, 2011) reports that 
Australia has approximately 3.5 million school-aged children, That is, about nineteen 
percent of our population. Of this number, about 1.5 million young people are 
secondary school students aged 12 - 18 years. This statistic indicates a sizable market 
potentially exists for producers of online learning resources. 
 
Mansell (2002: 407) explicates that the means by which to engage students in a way 
to harness their capacity for learning and discovery through the digital medium is of 
growing concern among those researching technical innovation and young people’s 
screen usage behaviour. In regard to young people’s digital media use, both Itō (2010: 
20) and Buckingham (2009: 217) raise the issue of policy in developing so-called 
‘knowledge societies’ through education. Itō holds that ‘the focus of policy and 
educational agendas needs to be not on the specific content or skills that kids are 
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engaged in when they pursue interest-driven participation but rather on the genre of 
participation’. Itō’s view that policy focus should be on research findings in 
participation, or computer technology use, contributes to this research as a means for 
understanding young people’s screen use behaviour. Buckingham similarly outlines 
the discourse around ICT and learning, and presents a case for the establishment of 
technology policy to ‘create an education opportunity to equip Britain to compete in 
global markets and the so-called knowledge economy’. He questions whether digital 
technology is being adopted meaningfully in classrooms and, if technology is being 
used in a way that equips students for the ‘information society’ in their future working 
life. This research identifies that while internet technology might be pervasive in 
many schools, the online content students are learning from is critical to curriculum 
relevance and learning outcomes. The television industry, with its prolific drama and 
documentary resources, can provide students with effective, visually engaging online 
learning resources to teach students. 
 
Buckingham argues that ‘information technology in itself is not content’. He 
challenges the notion of ‘information technology’, as it is independent of human 
interests and prefers the term ICT: ‘The shift from IT to ICT reflects something in the 
changing uses of digital technology’. Buckingham (2007b: 113) suggests a new form 
of digital literacy is required and that we need to start thinking about learning, 
communication and culture. Buckingham’s views support the main research findings 
in this study that young people’s use of digital technologies can be used for teaching 
and learning. At present this research finds students are naturally attuned to the digital 
world and this presents an opportunity for online learning resource producers. 
 
Also in the United States, other media and education researchers such as Somekh 
(2007) draw on ethnographic research case studies to illustrate the case for policy 
development in incorporating ICT in education. Somekh (2007: 100) reports the Pupil 
Autonomy in Learning with Microcomputers (PALM) Project, a project that 
investigated the effective use of computers in USA schools. The PALM Project aimed 
to ‘work in partnership with teachers to research the role of information technology in 
developing pupil autonomy in learning’. Somekh (2007: 98) writes:  
It is through the interactions of the teacher/learner and the learner/learner 
that pedagogy stimulates the intellectual curiosity that is the core element 
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of learning. ICT intervenes strongly in this process partly because it draws 
focus of the attention away from the teacher and to the screen.  
 
She asks: ‘Could we organise teaching and learning in radically different ways now 
that we have the internet?’ The author shares the views of Stenhouse (1975: 37) on 
process curriculum, which suggests that pedagogy is the ‘interactive process through 
which this curriculum is enacted’.  
 
Buckingham (2007: 33) reports that technology has brought about the ‘personalisation 
of learning’. He argues that technology has a key role to play in providing pedagogic 
structures and support. However, Buckingham asks: ‘How far has technology been 
integrated within classrooms and what difference has it made to learning?’ He cites 
Negroponte (1995), who states that ‘computers make it easier to accommodate 
children with different learning and cognitive styles’,  and Hague and Williamson 
(2010), who recognise and support the benefit of ‘enhancing the learner’s potential’ in 
digital media’. They see it as a way to ‘strengthen their skills, knowledge and 
understanding as learners that heightens their capacities for social, cultural, civic and 
economic participation in everyday life’.  
 
Despite this widespread recognition of the importance of technology in education, the 
question of how it is being implemented into classroom practices is largely 
unanswered. Alvermann (2010: 178) examines the classroom based research of 
Chandler-Olcott and Lewis (2012, p.: 196), who find ‘little is known about how 
teachers articulate their views of adolescents and their online literacies’ and that 
teachers views of their students’ online skills and habits is shaped by their first-hand 
experiences in the classroom. Students are tending to drive digital technology use in 
classrooms from their own outside of school personal acquisition of online skills, 
while pedagogical practices are still evolving. Like Buckingham (2007a: 119, 2008: 
1), who contends that technology access at home empowers and personalises the 
teenager through identity and self-determination, Jenkins (2006) recognises the digital 
gap between children’s media access outside of school and inside the classroom. 
Current ICT and education discourse, therefore, surrounds the necessity for merging 
young people’s technological life outside of school and learning inside school. In the 
Edutopia online article Synching Up with the iKid: Connecting to the Twenty-First-
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Century Student, McHugh (2005) explains ‘the best way for students to learn about 
the world they live in is to have a hand in creating it. Surely that should be true also 
for the students and teachers who will be the creators of the connected education 
system’. Livingstone (2013: 34) asserts learning outcomes are ‘provisional and 
shifting’ as a consequence of the impact of socio-economic variables on the access 
schools have to computer facilities and high speed internet’. Student technology 
access in the classroom is a parameter contributing to the formulation of the 
systematic best-practice approach to re-purposing curriculum relevant content. 
 
The issue of access includes the problem of equality of that access, as highlighted by 
Jenkins (2006), Buckingham (2007), and Livingstone and Helsper (2007). 
Buckingham (2007a: 96) outlines a new digital divide In which there are considerable 
differences between a student’s use of media in the home and their use in school. The 
shift from IT to ICT, he says, reflects the changing uses of digital technology and 
contributing to the digital generation gap. Digital childhoods, Buckingham reflects, 
are widening the gap between out of school media use by teens and media use in the 
classroom. Buckingham argues schools need to improve student access. He writes that 
there needs to be a review of the approach of teaching with digital media and suggests 
the formulating of a conceptual framework of digital media literacy competencies that 
young people need to acquire to effectively deal with media technologies.  
 
Similarly, Jenkins (2009) examines the digital divide and the imbalance of 
opportunity it brings. He stresses the need for all children to develop cultural 
competencies and social skills from technological access. Jenkins (2009: 28) poses 
these questions: 
•  How do we ensure that every child has access to the skills and experiences 
needed to become a full participant in the social, cultural, economic, and 
political future of our society? 
• How do we ensure that every child has the ability to articulate his or her 
understanding of the way that media shapes perceptions of the world? 
• How do we ensure that every child has been socialised into the emerging ethical 
standards that will shape their practices as media makers and as participants 
within online communities? 
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Jenkins (2009: 116) advocates alternative, informal pedagogical methods to 
encourage learning conducive to screen based learning where student self-directed 
learning occurs. Jenkins quotes Buckingham (2007a: 96), who calls such informal 
learning cultures ‘affinity spaces’ and asks: ‘Why do people learn more, participate 
more actively, engage more deeply with popular culture than they do with the 
contents of their textbooks?’ Somekh adds to this approach by drawing on the work 
and views of Gee (2003) and discusses Elliot’s finding that teachers are good at 
interpersonal mediation and negotiation. Somekh (2007: 98) expands by addressing 
the notion that ICT can encourage a new style of learning that allows the teacher to 
guide rather than instruct in the classroom. Further to this, Buckingham identifies the 
emergence of the ‘personalised approach’ to education. He refers to Elliott (1990) and 
notes the similarities that allow for an individualized or personalised approach. This 
more efficient approach frees teachers from the routine task of presenting material 
and enables them to focus on interaction with their students. Similarly, in order to 
develop technical skills, Jenkins (2009: 8) suggests that educators should make use of 
the fierce play engagement children adopt when stimulated by a game. Turning 
education into a challenging game can help children acquire ‘basic literacies and 
competencies by learning to manipulate core cultural materials’.  
 
The literature of key authors discussed above reflects a wider growing discourse on 
the impact of ICT on educational pedagogy and learning. Buckingham suggests that, 
in our re-thinking of what school is, we ‘start thinking about learning, communication 
and culture’. As the 21st century classroom emerges, the adoption of screen based 
learning in the classroom is a change that is facing resistance from some teachers in 
the form of risk aversion. Ivey and Tepper (2006: 83) confirm this suggestion,  
writing that ‘many teachers remain resistant to the intrusion of technology in the 
classroom’. Howard (2010a) explains risk aversion tendencies associated with 
changes incurred by integration of ICT, evolving pedagogy and individual efficacy, 
are influenced by teacher readiness to adapt and learn. Importantly for my research, 
there is evidence from the literature on the topic that this is emerging as an important 
indicator of ICT use in classroom pedagogy. Buckingham (2007b: 111) contends that 
new technologies have ‘changed how ideas and practices are communicated and what 
it means to be a knowledgeable and capable person’. Risk perception and aversion to 
technology integration in the classroom is impacting on teacher readiness and 
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willingness to evolve their pedagogical practices. Beetham and Sharpe (2013: 4) 
explain that ‘to some the choice not to integrate technology in teaching is much more 
complex than simple resistance as teachers beliefs about technology integration are a 
combination of values and beliefs about teaching and technology’. Howard (2010b: 
261) states ‘the relationship between teachers’ practice, adoption of technology and 
effective integration is not clearly understood, particularly differences between 
subject areas’. She questions if the place of ICT in the classroom is not understood 
and asks if technology is an aid in the classroom or a tool. Howard’s questions raise a 
point relevant to this research. That is, if a teacher uses ICT as an aid only does it 
nurture the same learning outcomes as a learning tool used by students to develop 
knowledge. This distinction is examined in Chapter 4.  
 
Ross et al. (2010: 17) identify five variables contributing to the ability of teachers to 
adapt to technology integration in the classroom; knowledge, self-efficacy, 
pedagogical beliefs, subject and school culture. These variables are important for this 
research as they can influence the degree to which screen based learning is adopted in 
classrooms. In a holistic approach Ertmer and Ottenbreit-Leftwich (2010: 255) 
identify technology related risk perceptions as domains of control (DoC) that can be 
categorised into ‘three areas of teachers’ lives: individual beliefs (primary), the 
classroom (secondary), and the school culture (tertiary)’.  
 
Literature describes a variation between subject areas in the adaptation of classroom 
technology exists. A model of classroom technology integration devised by Howard 
(2010a: 1) explores the relationship between subject areas and ICT use. Inan and 
Lowther (2010: 939) explain that ‘subject area beliefs about technology integration 
are likely to influence frequency of use, suggesting possible matches and clashes 
between technology and teachers’ beliefs about teaching and learning’. Their research 
finds ‘some subject areas are more likely to integrate technology in teaching and 
learning than others, but this phenomenon is not well understood’. Ertmer and 
Ottenbreit-Leftwich (2010: 255) state that in secondary school classrooms ‘expected 
learning outcomes are predictably guided by the curriculum and conventions of 
teachers’ subject area’ as teachers are obliged to adhere to the framework of the 
curriculum pertaining to their subject area. The value of technology in a subject area, 
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as Howard, Chan, and Caputi (2014: 1) suggest, might be determined by individual 
teachers who do not find value in classroom technology use. In her earlier literature 
Howard (2013: 361) analyses the attitudes of these teachers and their perceived risks. 
She reveals three areas of concern in teacher risk aversion to adopting ICT in the 
classroom: the ‘ability to problem solve; the value of technology integration; and loss 
of time’.  
 
Although ICT professional development events have increased in number in the 
recent decade research highlights the complexities of developing teacher efficacy and 
use of ICT in the classroom. Howard (2010b: 262) reports the findings of the 
Teaching and Learning International Survey (2008) that,  
although 97% of teachers attended a professional development event in 
the prior eighteen months, Australian teachers indicated they wanted more 
professional development, 62% cited conflict with work schedule, 40% 
reported the lack of a suitable program, 33% reported expense and 27% 
named the lack of employer support as a reason for non-participation.  
Professional development in ICT skills is clearly favoured by teachers despite the 
challenges in participating. Tangas (2014: 351) raises concerns with effective 
professional teacher development and recommends that ‘effective teacher 
development in regard to the use of ICTs in classrooms requires systemic and 
institutional attention’. 
 
In recent research of ICT risk aversion by teachers in relation to the DER, Howard 
and Mozejko (2013: 1) studied a selection of teachers across New South Wales. They 
identify and categorise teachers as ‘less likely to take risks’ and ‘more likely to take 
risks’. They found (2013: 44) teachers’ positive beliefs and confidence in using ICT 
in the classroom is growing and that teachers and students have reported increasing 
engagement and confidence using ICTs. Teacher readiness to adapt to change, the 
perception of their own skills, their confidence and expediency in using ICTs in the 
classroom, and the importance of computers in the school culture are factors 
contributing to some current uncertainty in technology integration. Literature attests 
that full integration will occur when teachers believe these perceived risks support, 
rather than jeopardise, learning outcomes. Yet Ross et al. (2010: 44) suggest, while 
education researchers are examining ICT classroom use and how students learn from 
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computers, there is a need for a greater understanding of regarding student learning 
with computers. Similarly, Downes et al. (2001: 28), identify a need for more research 
into the effective use of ICT. He notes ‘education will be required to change … and 
ICT is one of the key enablers in this transition’. White (2005: 8) warns that we 
should be wary as ‘ICT is being relentlessly pushed into schools whether they like it 
or not – and indeed with very little evidence that it improves the quality of learning’. 
Knowledge of the complexities of teacher resistance to integrating technology in the 
classroom informs this research as it outlines the challenges multiplatform television 
content producers face when designing and developing educational creative media. 
The literature cited above refers to the research questions as it outlines opportunities, 
challenges and limitations that influence the research objective of formulating a 
systematic best-practice approach to re-purposing curriculum relevant content. These 
opportunities, challenges and limitations are expanded on in more detail in Chapter 5 
Design Considerations. 
 
2. New opportunities for the television industry brought about by digital screen 
innovation 
 
It is clear that technological innovation is challenging the television industry to adapt 
to the changing viewing behaviours of its audiences. Buckingham (2009: 16) states 
that adaptation to new and emergent markets is an imperative: ‘For the Australian 
screen industry to remain competitive, it must renovate business models for an 
emerging marketplace’. Adding to Buckingham’s recommendation, Wilson (2009: 
34) challenges screen producers to be active in discovering and creating pathways to 
capitalise on a rapidly growing market and to come to terms with the sheer diversity 
of the digital environment, and its propensity for mixing media content and social 
interaction. Wilson identifies that:  
By grasping the core areas of distribution, audience and monetisation, 
producers now have the opportunity to discover and explore new business 
models, new sources of revenue and a new type of relationship with the 
consumers of screen content. 
 
Screen Australia, in its recent report Understanding Audiences in a Multi-screen 
World (2011b) accounts for audience viewing behaviour through a breakdown in 
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demographic groups. Two of the report’s five key issues relate to this research 
project. Firstly, that the overwhelming trend of recent years has been the addition of 
new screen activities to old, and secondly that the ongoing strength of old screen 
activities should not be taken for granted. The report states a younger, innovative 
audience interested in technology and wanting to experience life is driving the 
change. This younger audience has the ‘highest participation rates across most screen 
activities’ (2011a: 3). The youngest group in the report is labeled the Look at Me 
group. This group is regarded as ‘socially active, peer-driven people who are highly 
conscious of image and fashion. Characterised by short-term thinking, their behaviour 
tends to be hedonistic and rebellious, with a focus on fun and freedom’. The report 
results are indicative of the trend for multi-screen consumption. Sixty-seven percent 
of the group–people aged 14 years and above–regularly watch television and 
participate in one or more other screen activities at the same time. Although the 
research does not include a values segment for children less than fourteen years of age 
Screen Australia reports that ‘age’ is the ‘strongest demographic factor affecting 
screen media consumption, with younger people more likely to have above-average 
participation rates in most activities except television’ (2011: 8). With younger 
generations feeling no allegiance to the television set, the television industry, as 
demonstrated by the case studies in this research, is adapting its on-air content to 
engage the multi-modal viewer.  
 
In regard to the changing attitudes towards television, Ryan and Hearn (2010: 134) 
paraphrase an overlooked but obvious transition in television use from past 
generations to the current, ‘born digital’, generation. Mittell (2009b) explains that for 
young people  who have never known television without remote controls the medium 
is an interactive and controllable technology. He claims nearly all children growing 
up with television today have a ‘remarkably different understanding of the 
medium…’(2009a: 139). The advent of touch screen technology has furthered young 
people’s connection with screens by bringing back more direct tactile interaction with 
the screen. With young people today having this very different, much more 
interactive, use of the television screen, some international broadcasters are 
responding by extending the engagement of younger viewers with multiplatform 
delivery.  
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Mittell (2009b: 193) writes in the UK, Children’s BBC (CBBC) has ‘shifted from 
approaching the relationship between broadcast and interactive online as program 
enhancement, to fuller integration between linear and interactive content and 
delivery’. The successful Children’s BBC’s (CBBC) M.I. High spy show ranked the 
second most popular show in the UK in 2008. The engagement ‘hook’ was that the 
narrative storyline on the on-air program was left unfinished, forcing viewers to go 
online to interactively complete the story experience. Georghiou (2007: 949) terms 
this kind of interactive viewing as ‘lean forward’ viewing, compared to passive, 
single screen television viewing which she terms ‘sit back’ viewing. 
 
National Geographic Channel in Australia, as well as international multi-territory 
channels, consider ‘lean forward’ audience behaviour as an opportunity for engaging 
younger viewers to an otherwise ‘sit back’ middle aged demographic. The ‘break 
away’ generic National Geographic Channels launched in recent years are a testimony 
to strategic marketing that is evolving to secure younger viewers. Nat Geo Adventure, 
Wild and Music Channels provide an extended immersive online experience for 
audiences. New delivery channels, that is, via online and dedicated ‘sibling’ channels 
serve to create niche audiences. The fourth case study in this research is a further 
indication of the organisation’s readiness to recognise the education sector as an 
audience and to produce content that appeals to a youthful digitally adept audience 
that is not tethered to appointment television viewing but is tethered to the constraints 
of the classroom and timetables. One of the challenges in this context is the tension 
with the structures of formal schooling including timetables, curriculum requirements 
and the ways in which schools require viewing to happen in particular times and 
places. 
 
In 2010, Screen Australia announced an increase in its funding of innovative screen 
projects through its Screen Innovation Fund. This decision is an acknowledgement of 
the findings of AC AC Neilsen (2009: 4)  ‘a growth of the screen experience will 
drive greater reach and frequency for marketers while expanding the teen engagement 
opportunity’. Wilson (2009: 4) also explains that, for ‘younger generations, flexibility 
is the key to be able to move content from one platform to another’. Digital media 
now allows teaching and learning to be delivered across a variety of platforms and 
broadcasters are recognising the opportunity. Despite being a non-commercial 
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organisation, ABC Television sees the value in developing strategies to seize the 
options the DER can provide. In Towards a Digital Future: Submission by the ABC 
Section of the Community and Public Sector Union (Community and Public Sector 
Union, 2008) the Community and Public Sector Union (CPSU) outlines a vision for 
the ABC to reach the education market: ‘The CPSU believes that the role of the ABC 
should be extended so it becomes a significant partner in the education revolution. By 
harnessing the new technologies and making more effective use of the wealth of 
material produced by the ABC, including its back catalogue, the very nature of public 
broadcasting might be transformed’. The CPSU submission examines different 
aspects that define the ABC’s role in education: 
• As a broadcaster of educational material;  
• As a dedicated education channel; and 
• As an education portal. 
 
The Community and Public Sector Union (2008: 22) states: 
With imagination (and funding) the ABC could become a cornerstone of 
the education revolution. It has a wealth of education resources for both 
the classroom and in distance education. The material needs to be made 
accessible. The ABC would be recognised and funded for what it is: the 
major producer and broadcaster of material mined by the education sector. 
 
However, ABC’s role in content provision will always be subject to the vagaries of 
government appropriation. The CPSU also states the ABC is delaying the formation 
of a dedicated on-air education channel (ABC5) as it recognises that:  
Educational resources, supporting text and interactive material can be 
provided at a time that suits the students needs more effectively via 
broadband delivery that enables selective content downloads rather than a 
broadcast platform. Where broadband is accessible, teaching resources 
and learning materials could be accessed via an interactive ABC Learning 
Portal.  
 
Importantly, the CPSU finds that this service ‘could be extended for delivery via a 
specialist education portal with very little infrastructure cost’. The CPSU believes that 
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‘the development of the ABC, or rather the, educational portal represents one of the 
most exciting visions that could be used to redefine the role of the ABC in the digital 
environment’. Indeed, the foresight and vision of the ABC to facilitate and secure 
future audiences could be viewed as a responsibility of a public broadcaster. ABC 
Television’s strategy and action to engage younger audiences through multi-platform 
delivery poses questions significant to this research. Does an education market for 
online resources exist? If so, how can other networks and producers use this ABC 
Television’s strategic model to develop and sustain engagement with the education 
market?  
 
Part B 
1. The impact of ICT on educational pedagogy and learning 
 
As technological innovation permeates today’s classrooms, government policy 
makers, educators and researchers are examining the impact this will have on 
pedagogy in schools. The 21st century classroom is emerging as an environment 
where ‘integrating technologies into teaching and learning, and building students’ 
innovative and creative capabilities with technologies, is now seen, in Australia and 
overseas, as necessary for preparing students for the unknown futures they face’ 
(Moyle, 2010: 30). According to Jenkins (2009: 21), printed text books, articles and 
classroom ‘hand-outs’ do not hold the same lustre as internet connected screens and 
games, suggesting the impact of ICT on educational pedagogy and learning will be 
significant. Wilson (2009: 5) confirms enthusiasm for screen based learning is not a 
surprise, given the delight children experience with having the ‘world at their finger-
tips’. Depending on how well they are produced, screen resources have more 
adaptability, versatility and vibrancy than printed resources. However, through the 
analysis of international and national examples and the professional practice case 
studies, this research demonstrates that the production of effective and valued screen 
based resources is emerging. 
 
While a tendency may have existed for somewhat unimaginative online resources as 
technology developed over the past decades, today the vision and scope of online 
resource production is becoming evident as can be seen by the Australian and 
international examples presented in Chapter 3. These examples illustrate creative 
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media trends, challenges and limitations in producing the online learning resources 
today’s teachers and students are seeking. Rosman et al. (2008: 13)  identified four 
key themes for discussion at the Digital Education Revolution: realising the 
possibilities, managing the realities 2008 symposium which was attended by seven 
hundred Australian teachers and school leaders. The symposium was conducted by 
the Australian Council for Educational Research (ACER) and the Victorian 
Information Technology Teachers’ Association (VITTA); it was supported by the 
Commonwealth Department of Education, Employment and Workplace Relations 
(DEEWR). The first three of these themes are ‘consistent with issues that have been 
reported for over a decade’: professional development; learning and teaching; policy 
and administration. The fourth new issue – ‘transformation’ addresses a ‘new genre of 
thinking’ among educators. It acknowledges ‘the changing culture of education, new 
delivery and access methods, changing pedagogy and changing social interactions in 
connected communities, thus confirming the impact of media technology and the 
emergence of the 21st century classroom.  This new theme of transformation is 
indicative of Australian educators’ response to the DER in reflecting a determination 
to understand how media technology will impact on schools and learning.  
 
To set the context for education in Australia today, its adoption of technological 
innovation and the consequential evolution in educational pedagogy, it is important to 
be cognizant of the previous federal government’s ten year education plan. The plan 
is based on the Melbourne Declaration on Educational Goals for Young Australians 
(2008) and forms the underlying policy and values of the newly released Shape of the 
Australian Curriculum (ACARA 2009). Livingstone (2013: 63) recognises The 
Declaration on Educational Goals for Young Australians fundamentally ‘changes in 
how students learn – driven by technology’ and acknowledges that ‘the skills of 
critical, cross-disciplinary thinking are vital in all 21st century occupations and are 
already occurring beyond the school gate’. 
 
Similarly, government policy in the UK is being re-written to accommodate 
technological innovation and its impact on pedagogy. Buckingham (2007: 12) 
explains that UK policy makers’ interest in educational technology has significantly 
gathered pace largely in response to the new challenges emerging in the facilitation of 
the so-called ‘knowledge economy’. From this perspective, Buckingham points out 
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that the use of technology in education is a direct reaction to the demands of the 
modern economy. He declares, therefore, that ICT in the classroom is ‘no longer a 
matter of choice’ and reviews the opportunity to make technology policy.  
 
In the USA educational policy is less centralised than in Australia. From the 
American perspective Jenkins (2009: 13) identifies problems and gaps in educational 
policy and pedagogy in relation to the digital revolution. He outlines three concerns: 
the participation gap; the transparency problem and the ethics challenge. He puts 
forward the case for US schools evolving from formal to informal educational 
systems, stating ‘educational initiatives are required to help youth learn how to use 
media tools effectively’, and argues that such initiatives are the foundation of 
education policy in regard to media education.  
 
2. The release of the Australian National Curriculum in relation to producing 
educational resources for Australian students 
 
In 2009 the Australian Curriculum Assessment and Reporting Authority (ACARA) 
began the release of the first national curricula. The first subjects released were 
English, History and Science in 2009, followed by The Shape of the Australian 
Curriculum: Geography and The Shape of the Australian Curriculum: The Arts in 
2011, and The Shape of the Australian Curriculum: Civics and Citizenship in 2012. 
This is a very significant development for this research and my professional practice.  
 
With the release of the national curricula general capabilities such as literacy, 
numeracy, ICT, thinking skills and creativity became a cross-curricula priority for all 
Australian students from Years K-10 (ACARA English, 2009a: 15). Prior to 2009, 
producing curriculum based learning resources for Australian schools required 
manoeuvring through individual State curricula to identify relevance. This task was an 
aspect of my work at National Geographic Channel (1997-2007) when schools in each 
state in Australia worked to their own curriculum. At that time producing specific 
curriculum relevant learning resources for use in schools relevant to all states, was 
problematic. Topics that might have been relevant in one state, might not apply in 
another. The result was that educational resource producers had to choose between 
keeping the content subject broad or focusing on curriculum relevant to selected states 
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only, thereby reducing their market. This was the case for National Geographic Channel 
(Australia) between 1998 and 2008, when it programmed a dedicated Education Hour 
at 10 am and 2 pm each school day of the year. Aligning the broadcast ‘Education 
Hour’ documentaries to the curriculum of every state was challenging. Consequently, a 
production and marketing decision was to adhere to the New South Wales school 
curriculum only, because the state in which the company office is based is in NSW. 
 
The move from state-based to national curriculum is convenient for education 
resource producers. The federal government’s values, standards of knowledge, and 
decreed topic areas to be taught in schools across the nation, are uniform. Now, the 
Australian Curriculum allows learning resource producers to address the curriculum 
at a national rather than state level thereby greatly reducing the complexity involved 
in catering for each state’s curriculum requirements. For example, as a result of the 
release of the national Science and History curricula in 2009 and the Geography 
curriculum in 2012, National Geographic Channel now runs the 10 am Education Hour, 
with curriculum application in the education market across all states. 
 
As a factor of my analysis, the Australian curricula and specified cross-curricula 
general capabilities are central to this research. In the newly released Australian 
Curriculum, the adoption of technology into curriculum policy is evident. The 
Australian Curriculum: English states ‘digital and online technologies continue to 
profoundly transform how members of Australian society work, meet, keep in touch, 
express themselves, share, build and store knowledge, and access material for 
pleasure and learning’ (ACARA English, 2009: 15, 6.4). Clearly, digital and online 
materials present the English curriculum with new teaching opportunities. Enhancing 
the access of all teachers and students to these resources is critical. Similarly a general 
capability objective of the Shape of the Australian Curriculum: Geography is that 
students develop ICT competence for ‘investigating, creating and communicating 
ideas and information at school, at home’ (ACARA Geography, 2011: 8, 19). In 
Australian Curriculum: The Arts an outcome objective is that students ‘develop ICT 
competency ‘through forming ideas, plans, processes and solutions to challenges or 
tasks’ (ACARA The Arts, 2012: 23, 83). As in The Shape of the Australian 
Curriculum: History, skills in ICT ‘need to be further developed and used…’ 
(ACARA History, 2009: 15, 6.8). ICT skills and understanding are now recognised as 
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integral to school education. 
 
It is evident that government educational agencies perceive the need for pedagogical 
adaptation in integrating ICT in the classroom. During the 2000s, Education 
Queensland established the ICT Learning Innovation Centre. Similarly in NSW, the 
Department of Education and Communities established the NSW Curriculum and 
Learning Innovation Centre, to assist with teacher professional development.   (NB: 
With a change of government both centres have now closed)  
 
With education pedagogy no longer reliant on chalk and talk, the classroom is now 
being re-defined. As Jenkins (2009: 13) declares, ‘school in the 21st century is no 
longer necessarily a place’. Today’s teacher is compelled to draw on the new, dynamic 
visual resources that are commonplace in students’ lives outside of school. According 
to Moyle (2010: 42) in the commissioned report for the ACER, students are making it 
clear what and how they want to learn. Moyle writes students expect: 
• To be able to access more learning resources online;  
• To be able to access lesson materials online;  
• To use online material to build on their classroom activities; and 
• Learning to occur at any time and in any location.  
 
In addition to this streamlining of topics and issues to be taught across the nation, 
ACARA also recognises what Moyle (2010: 7) describes as the ‘digital turn’ in 
education and promotes the role of digital technologies in facilitating student learning. 
Under the heading, ‘Role of Digital Technologies in the History Curriculum’, the 
curriculum states; 
An important consideration in the structuring of the curriculum is to 
embed digital technologies so that they are not seen as optional tools. 
There should also be recognition that the digital technologies available to 
enhance learning are rapidly changing. The new curriculum should use 
and build upon resources such as online learning objects to provide 
support in navigating the ever-increasing amount of online materials 
available for historical inquiry. (ACARA History, 2009: 14) 
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The Australian Curriculum: Science includes a similar directive to teachers under the 
heading Role of Digital Technologies.  
While the Australian science curriculum will not mandate particular 
technologies it will be important to recognise in the curriculum the 
possibilities that digital technologies provide for helping students 
understand science. Some of the technologies available include: internet-
based inquiry resources, digital images, computer simulations, and 
probeware tools for science investigations and on-line data for scientific 
analysis. Use of digital technologies can help to engage and maintain the 
interest of students provided that the context of their use is relevant and 
interesting. (ACARA 2009: 12) 
 
The emergence of the internet as an information source in schools has been 
recognised by the Australian government giving rise to initiatives assisting student 
screen based learning. Through the DER initiative the Rudd/Gillard Australian 
government aimed to facilitate digital innovation in schools across the country and 
systematically equip all secondary school students with personal computers, laptops 
or tablets. With the new Abbott Government, this facilitation initiative has now 
ceased. As a related broader initiative, the National Broadband Network (NBN) aims 
to ‘deliver high-speed broadband connections to individual schools, homes and 
workplaces. Hype around the NBN has argued that Australian school students will 
have access to similar bandwidth capabilities at home and at school (DEEWR 2011). 
Unfortunately the slow speed of the roll-out of this project has meant that some 
schools are still challenged to develop their digital internet connected classrooms. 
However, other factors examined by this research have, arguably, shaped the 
progression towards the use of screen based learning resources in schools. These are 
the release of the Australian Curriculum and DER and their influence on the adoption 
of screen based learning.   
 
3. Digital Education Revolution and its influence on the adoption of screen based 
learning  
 
During the late 2000s, the Australian Federal Government recognised the impact 
technological innovation was having on classroom pedagogy and reacted with 
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facilitation and financial support. In 2008 the Federal Government pledged $1.1 
billion over five years to support the DER through the NBN and the National 
Secondary School Computer Fund (NSSCF). Through the 2008 Online Curriculum 
Resources and Digital Architecture Initiative, the Gillard Government committed 
$28.6 million to help equip schools with the facilities and infrastructure needed to 
keep pace with innovation in digital technology in the so-called DER. This 
government incentive supported ICT systems and digital architectures that enable 
school users to discover, access and share collaborative education materials and 
information and potentially opened a market for specialist multiplatform screen based 
learning resources to be delivered to secondary school students. However Baker 
(2009: 2) reports ‘while there has been a significant investment in educational 
technologies over the last decade, only a minority of teachers and students are 
currently reaping the benefits of the digital revolution. As mentioned above, more 
recently Howard (2013: 357) identified risk aversion by teachers as a contributing 
factor to the sporadic adoption of ICT in classroom. The reluctance of some teachers 
to incorporate screen technologies in their classroom is a focus of this research as it 
influences my formulation of an evidence based best-practice approach of developing 
online learning resources. 
 
During the past decade, education experts have acknowledged young people’s screen 
use behaviour and the potential impact of technology on classroom pedagogy and 
learning. Through the DER the Australian Government’s Department of Education, 
Employment and Workplace Relations (DEEWR) supported the systemic 
development of ICT in schools and aimed to provide tools for students through 
incentives such as the NSSCF. As a result of this funding, classroom screen use 
through data projectors, digital white-boards, personal computers and mobiles has 
become more common in Australia schools. In a report commissioned by the New 
South Wales Department of Education and Community, Buchanan (2011: 2) finds an 
increasing use of ICT in the classroom can in part be explained by increases in 
teachers’ use of ICTs and growing positive beliefs about ICT in learning and 
teaching. Howard and Mozejko (2013: 44) explain in their evaluation of the DER, 
which presents comparative data gathered from Year 10 students and teachers in 2011 
and 2013, that ‘since the inception of the DER NSW program, teachers and students 
have reported increasing engagement and confidence using ICTs’. 
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At the educator level, the professional development of teachers in ICTs and skill 
development has been a focus. This is evident by the inclusion of ICT general 
capabilities in all subject areas of the recent Australian Curriculum and can be seen by 
the growing number of teacher association professional development events that have 
been themed on the adoption of new technologies in education. Some examples of 
such recent events are listed in following Table 2.1. 
 
Table 2.1 Sample 2011 Teacher Events Promoting ICT Professional Development  
YEAR ORGANISATION 
 PROFESSIONAL 
DEVELOPMENT 
EVENT 
THEME 
2011 
Australian Teachers of Media 
(ATOM) 
National Screen 
Futures conference 
Industry Innovation Education 
2012 
Australian Teacher Education 
Association 
National conference 
Going for Gold: Reshaping 
Teacher Education for the 
Future. Technology – Working 
smarter to enhance learning 
2013 
Digital Learning and Teaching 
Victoria 
State conference Provoking Learning with ICT 
2014 
Australian Computers in 
Education  
National conference 
Now Its Personal: Innovating 
Education  
2015 
Information Communication 
Technology Educators of NSW 
State Conference Supporting NSW Educators 
 
Evidence that State Government education departments are also committed to teacher 
professional development and evolving classroom pedagogy is apparent. For example, 
the Queensland Department of Education and Training’s fourth annual ‘eLearning 
Innovation’ expo in 2011 attracted more than 650 delegates. In New South Wales, 
The Department of Education and Communities has established the NSW Curriculum 
and Learning Innovation Centre which recognises and supports evolving pedagogical 
practices: 
Teachers are constantly transforming their practice to optimise learning for 
their students. The challenge remains to keep an eye on the local and global 
changes that have the potential to affect the way students learn, and to refresh 
classroom practices and resources to meet the needs of students today. (NSW 
Curriculum and Learning Innovation Centre 2011) 
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As digital innovation continues to impact on learning and classroom pedagogy, 
literature on 21st century classrooms identifies the need for pedagogy to keep pace 
with the world in which adolescents live (Somekh 2007, Buckingham 2009, Moyle 
2010). The ‘21st century classroom’ is a term commonly used to describe a classroom 
that differs from traditional classrooms in that it takes advantage of digital technology 
as learning tools and is globally connected via the internet. Itō (2010: 4) identifies that 
young people tend to multi-screen at home and that this is creating a potential new 
teenage market where multi-screening is commonplace. With the growing tendency 
for students to learn using their own personal devices to multi-screen at home and at 
school, educators are challenged to provide learning experiences in the classroom that 
are equitable or better than what the student is able to access at home. Closing the out-
of-school in-school gap is a subject of current literature. A disparity between 
adolescent screen usage out-of-school and within school has driven scholars to 
question traditional classroom pedagogies and to re-examine methods of teaching 
young learners. McCrindle Research (2009: 2) reports:  
With young people born since the mid-1900s embracing digital 
technology in their daily lives like no other generation, the disparity 
between screen use at home and in their social life and its use at school, 
suggests an opportunity for producers of educational screen resources. 
 
As classroom pedagogy adapts to keep pace with young people’s evolving screen use 
and behaviour, opportunities are arising for television producers. Mark Scott, current 
Managing Director of the ABC, also recognises the potential:  
As a partner in the digital education revolution the ABC can provide the 
platform and content to underpin a national curriculum, working with 
schools, universities, government agencies and education bodies to deliver 
the digital content that teachers and students need via free to air digital 
broadcast, broadband, internet channels and downloads’ (2020 Unleashed 
– The future of your ABC 2008). 
 
As television producers and government organisations such as Education Services 
Australia develop content for schools, knowledge of ICT classroom use and teacher 
risk aversion in adopting ICT is only recently emerging. Howard and Mozejko (2013: 
45) contend that further research into teacher risk aversion and the educational 
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environment in which ICT is used in schools is needed to for national government 
policy on ICT. 
 
Literature referenced in this chapter contextualises this research and identifies 
limitations, challenges and opportunities for screen producers in re-purposing on-air 
content to online. The literature addresses and guides the research questions in 
determining a best-practice approach to developing online creative media for teachers 
and students, as detailed in Chapter 5. Focusing on students aged 11-18 years who 
were born (since 1996) into an active digital world, this research proposes that today’s 
classrooms need the outside world constantly connected to their inside world and that 
through technological innovation the television industry can be a major resource 
content provider to meet that need. 
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CHAPTER 3 
Professional Practice and Reflective Methodologies 
 
This chapter examines literature on reflective and professional practice to define and 
examine professional practice as a reflective approach to research. The chapter is 
structured as follows. Firstly I define reflective and professional practice in a brief 
literature review. Secondly I review four best-practice national and international case 
studies. These reviews include an analysis Australian and international television 
industry trends in the late 1990s and investigate network commitment to producing 
on-air and online for the education market. The significance of this period is the: 
• Onset of the digital age in Australia; 
• Emergence of the 21st century classroom; and  
• Launch of the Australian Pay TV platform.  
This analysis is followed by a reflective overview of my original inspiration and 
interest in the screen as a learning tool and refers to classroom information technology 
trends from the 1980s to mid-1990s but focuses on late 1990s to the present. I show 
how applying reflective methodology has enabled sequential learned insight that 
continues to inform me as the practitioner. Finally, I conclude the chapter with a 
reflection on my own professional practice. 
 
Reflective and professional practice  
Educational philosopher John Dewey (1859-1952) provided an early articulation of 
reflective research methodology. In his publication How We Think, Dewey (1910: 7) 
defines reflective thinking as ‘judgement suspended during further inquiry’, asserting 
that reflection is central to all learning experiences as it ‘converts blind and impulsive 
action’ into ‘intelligent action.’ Dewey believes that reflective practice built on past 
experience and learned knowledge is essential to intellectual growth and the 
development of mastery. Schön (1983: 60) defines a professional practitioner as a 
‘specialist who encounters certain types of situations again and again’, yet warns that 
repetitive experience can cause the practitioner to ‘over-learn.’ To avoid this state, 
Schön (1983: 61) suggests that a practitioner using reflective methodology can 
‘surface and criticize the tacit understandings that have grown up around the 
repetitive experiences of a specialized practice.’ The four case studies undertaken in 
this research are evidence of repetitive action. They are repetitive in the practical 
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process as they share the same goal; that is, the production and distribution of a 
curriculum-based learning resource for school students. This common goal for each 
case study is a binding factor of the professional practice, which supports reflective 
methodology learning such as Dewey describes. My undertaking of the four separate 
case studies in chronological order supports Schön’s premise of sequential learning 
over time to build knowledge and develop mastery. The resulting new knowledge 
addresses the research questions by identifying, accounting for, and dealing with 
production challenges. The acquisition of knowledge has become the foundation for 
the creating of a set of practical principles, as an outcome of this research that will 
guide the television industry in producing multiplatform educational content. 
 
Like Dewey, Harris et al. (2010: 19) define reflective methodology as a practice 
where one learns from experience and states ‘practitioners must draw on theoretical 
knowledge, previous experience and knowledge of the current situation to determine 
the best course of action.’ The four case studies analysed in Chapter 4 were conducted 
in chronological order and thereby align with Harris et al.’s (2010: 19) definition of 
reflective practice facilitating the ability to learn from experience. By reflecting on 
each case study sequentially I have been able to ascertain the best course of action in 
each subsequent case and have built knowledge through the process to answer the 
research questions. 
 
Bolton (2010: 7) writes that ‘reflexivity is finding strategies for looking at our own 
thought processes, values, prejudices and habitual actions, as if we were onlookers.’ 
She regards being open to scrutiny as an imperative to growth. Diamond and Mullen 
(1999: 7) imply that we ‘educator detectives…seek to advance styles of investigation 
that openly admit self-scrutiny and participatory forms of inquiry and development.’ 
In my professional practice, I have identified that self-scrutiny is an essential practice 
in the reflective process that can contribute to understanding and practitioner 
development. Applying self-scrutiny in the research has contributed to understanding 
the market success of education multimedia production and how that success can be 
measured. 
 
Measuring the success or failure of an on-air television program re-purposed for 
online educational media could be attributed to its uptake by the education sector and 
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its popularity with teachers and students. One tool to determine a production’s success 
on the online platform is the measuring of ‘hits’, a term referring to a tally of the 
number of times an online viewer has visited a website. The number of hits is 
indicative of the website’s popularity and therefore its success or failure. Scrutinising 
the number and timing of hits is part of this reflective practice so the number of hits 
received by each of the case studies is an indication of the degree to which the 
educational resources have been viewed. In marketing accountability this figure 
reflects the success or failure of a product and thereby provides insight for answering 
the research questions of this study.  
 
In the case study Go Back To Where You Came From, conducted for this research, 
broadcaster SBS and production company Cordell Jigsaw Zapruder regarded the re-
purposing of on-air content for Go Back Schools, which received over 15,000 hits in 
its first three days, as an unprecedented success. I am aware that a satisfactory 
account of success goes well beyond hits. However, the clients were not interested in 
measuring beyond a hits tally. Consequently my work was not informed sufficiently 
by qualitative feedback that might have otherwise added a greater level of 
understanding user engagement to this research. The high hit rate during the three 
consecutive days of the premiere broadcast can be attributed to the strategic launch of 
the Go Back Schools site at a time when publicity and public discourse was at its 
peak. Following this peak period, the site continued to attract hits at a diminishing 
rate for some months. This strategic ‘piggy-backing’ of the program’s publicity to 
maximise promotional opportunity is a notable contribution of knowledge to this 
research and is incorporated in the Design Considerations described in Chapter 5.  
 
The reflective methodology literature often refers to certain single professions, such 
as education, design, philosophy, nursing or engineering. This research draws on two 
disciplines  – education and online media production. That is, curriculum relevant 
content for classroom and individual learning and online media as an internet 
facilitated distribution platform, designed, and functioning to house and facilitate a 
television program’s curriculum content.  
 
This literature review focuses on bringing the perspectives of these two professional 
knowledge practices together in an effective way. In educational media production, 
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the subject of this research, student learning and online design merge into a single 
process. Reflective practice is a constructive tool that allows for the two research 
disciplines to be examined concurrently in this research. A review of both educational 
and creative reflective methodology literature confirms how multi-disciplinary 
projects can effectively use reflective practice for learning.  
 
Dewey’s work on reflective learning and thinking provides insight into pedagogical 
practice. As Dewey asserts, reflection is central to all learning. His texts encourage 
the educator to appreciate how students learn through experience and how the 
educator can facilitate experiential learning. Harris et al. (2010: 3) reiterate Dewey’s 
belief that ‘practitioners must draw on theoretical knowledge, previous experience, 
and knowledge of the current situation to determine the best course of action.’ This 
practical approach to education underlies the first and second research questions, as 
the overall outcome of this research is the creation of meaningful effective 
educational learning tools. According to Dewey learning and understanding in 
education can only be achieved through applying reflective methodology to 
professional practice, and when applied to decision making in this research, the next 
best ‘course of action’ was undertaken. Reflective methodology was instrumental in 
answering the research questions as it allowed for sequential reflection on the case 
studies and thereby enabled progressive learning and insight that could be contributed 
systematically through the professional practice. 
 
The practical nature of the research requires an appreciation of reflective 
methodology literature pertaining to the creative arts. Harris, et al. (2010: 19) explain 
that reflective methodology is a form of gaining knowledge that sheds light on the 
development of design research to include the traditional basis of the field, the 
creative practice, with a focus on the sources of knowledge – the making process and 
the maker. As the ‘maker’ or practitioner my knowledge was developed through 
decision making in both disciplines of education and creative arts. Adopting a 
practical process of deciding about the aesthetics of online design and the function of 
the website was essential to the outcome. As innovation forges new technical 
possibilities, design and function capabilities also evolve. Through reflective practice, 
I recognised that being abreast of innovative trends was integral to a product’s 
marketability and attractiveness to the education market. With each case study, I 
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learned of new technological capabilities that I could use creatively to enhance the 
online learning experience. For example, in cloudstreet Classroom students have the 
opportunity to scroll through a script excerpt while watching a scene from the 
televised series, and on ABC Splash students can learn about a topic in a multimedia 
‘collection’ that comprises of several multimodal elements in one resource asset. 
 
Attaining education market success within the confines of the allocated budget was 
the ultimate challenge of each professional practice case study. Budget allocation is a 
primary challenge in response to the research question. As all four case study 
productions of the professional practice can be accessed online for free, popularity, 
measured by hits, is a measure of success. In each case study, measurement of the 
depth of user engagement was not implemented. However, this research finds that 
budget allocation to the online education production and its promotion can influence 
the popularity of the resource. Achieving education resource popularity success with 
teachers and students requires the multimedia television production to commit a 
budget line item for developing online educational resources. A finding of the 
research is that when a client is able to provide sufficient resources and funding to 
education resource development and production the result is a tendency to produce 
more visually dynamic and interactive components to attract teachers and students.  
 
In aiming for popular success the budget on an educational creative media project can 
challenge the client and the practitioner. Mäkelä and Nimkulrat (2011: 1) identify the 
practitioner’s relationship with the client, explaining that the ‘reflective practitioner 
tries to discover the limits of his expertise through reflective conversation with his 
client.’ In a professional practice project, specific deliverables are agreed on and the 
contract is signed. The binding agreement demands the practitioner’s commitment 
and competency. In undertaking each of the four case studies my professional and 
creative relationship with each of the four ‘clients’ was an imperative of the 
production process. Their trust in me to manage and deliver competently was integral 
to the professional practice. With each case study the knowledge I acquired through 
reflective methodology developed my confidence to assert and apply my creative 
vision. For example, I learned from cloudstreet Classroom that interviews with the 
key creative people producing Tim Winton’s cloudstreet for inclusion as videos on 
cloudstreet Classroom site added value to the Behind The Scenes component of the 
 48 
site for The Arts and Media Studies teachers and students. In the subsequent case 
study, Go Back To Where You Came From, I suggested to the client a video message 
whereby presenter Dr David Corlett could directly address teachers and students 
about topic of the documentary series, the refugee issue, would be valuable as it 
would connect the television and online content resource ‘package’. The 
recommendation was adopted and produced for the Go Back Schools site. The video 
can be viewed in Case Study 2 (via the e-version of this research). In advising SBS 
executives, while I recognised the opportunity to apply my knowledge, I was also 
aware of my client/practitioner relationship. As Schön (1983: 297) describes, a 
practitioner has responsibilities to their client.  
The practitioner agrees to deliver competent performance to the limits of 
his capacity; to help the client understand the meaning of the 
professional’s advice and the rationale for his actions, while at the same 
time he tries to learn the meanings his actions have for his client; to make 
himself readily confrontable for his client; and to reflect on his own tacit 
understandings when he needs to do so in order to play his part in 
fulfilling his contract.  
 
The minimum contractual requirement of the practitioner is responsible delivery of 
the requirements specified in a client’s brief. The creative process demands reflecting 
on achieving these requirements and adhering to the client’s expectations as stated in 
the contract. Excelling beyond the creative expectations of the client ensures project 
completion satisfaction and an appreciation of the practitioner’s professional practice. 
Achieving this objective requires a deeper and more incisive reflective practice. In the 
case of the Go Back Schools project I was asked by SBS to provide feedback on the 
inclusion of the simulated game Asylum: Exit Australia produced by Chocolate Frog. 
Informed by Prensky (2003), Gee (2003) and Mittell (2009), I ascertained the game 
would be challenging to interest students, as it was somewhat slow and lacked the 
dynamism young people are accustomed to in online games. I applied this knowledge 
to my professional practice in the subsequent case study, ABC Splash, when 
conceptualising and developing online learning games. I aimed to excel the client’s 
expectations and produce learning games that would be visually interesting, quick to 
play and informative for students. A full explanation of the production of these ABC 
Splash games is provided in Chapter 4. 
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Reflecting on the type of practice led to identifying the appropriate practice process. 
Candy (2006: 1) identifies two types of practice related research: practice-based ‘if a 
creative artefact is the basis of the contribution to knowledge’; and practice-led ‘if the 
research leads primarily to new understandings about practice’. According to Candy, 
my professional practice is ‘practice-led.’ That is, the research is ‘concerned with the 
nature of practice and leads to new knowledge that has operational significance for 
that practice.’ The significance for the practice lies in the learned ability to 
continually reflect on and improve the creative outcome. Candy (2006: 1) calls this 
action the ability to ‘advance knowledge about practice, or to advance knowledge 
within practice.’ Reflection in the early stages of the research made it evident that 
various aspects of the production required specific reflective analysis and inquiry. 
Aspects such as curriculum relevance, pedagogy and creative media production each 
formed a component of the overall research demanding specific inquiry. Reflective 
practice enabled each aspect to be analysed separately as pieces of the whole. As 
Candy (2006: 3) states, ‘reflective inquiry has nearly an imperative to encourage 
inquiry, that is, investigations into puzzles of practice.’ The subsequent inquiry 
questions that arose in this research pertain to aspects of educational creative media 
production–curriculum relevance, innovation, presentation, access and distribution 
timing. As a consequence the form of methodology designated for this professional 
practice needed to be specific in inquiry yet comprehensive in outcome. Table 3. 1 
outlines the five aspects for reflective enquiry this research has identified. 
 
Table 3.1 Educational Creative Media: Aspects for Reflective Inquiry 
Production 
Aspects 
Over-arching reflective inquiry 
Curriculum Is the subject of the on-air and online media a specified curriculum topic?  
Innovation Does the online media provide the user with a technically advanced experience? 
Presentation Is the design look/feel market appealing and learning level appropriate? 
Access Does the site function efficiently and allow expedient access? 
Distribution Is the launch strategically timed for the market and network promotion? 
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A reflective methodology practice can encompass each of these creative inquiry 
aspects into one learning outcome.  The reflective methodology technique provides 
the most insight for learning, particularly in this project as it accounts for specific 
understanding of the different components–from technical to pedagogical, as well as 
the over-arching research outcome of a guiding set of practical principles for 
educational media production. Lyons (2010: 585) reveals that according to Minott 
(2008: 26) reflection methodology can have different types of application. Valli 
conceptualised a Reflection Typology that identifies five types of reflective practice 
allowing for the researcher to practice methodology specific to their study. Valli’s 
five types of reflection are technical reflection, reflection-in and on-action, 
deliberative reflection, personalistic reflection and critical reflection. 
 
Minott (2008: 26) in his literature on reflective methodology asserts that Valli’s 
(1997) typology has been criticized in associated literature for ‘being hierarchical in 
nature.’ Minott reports that Valli (1997) states that ‘reflection-in-action and 
reflection-on-action is the most complex and demanding of the five types of 
reflection, yet Valli placed critical reflection higher, and seems not to have recognized 
this fact.’ I summarise Valli’s (1997: 67) reflective types of teacher professional 
reflection methodology in Table 3.2: 
 
Table 3.2 Valli’s types of reflective practice in educator reflection methodology 
Reflective 
practice 
types 
Practical application of the methodology 
Technical 
reflection 
Educators match their own performance to external guidelines.  
Content of this form of reflection centres on general instruction and 
management behaviours based on research of teaching. 
Reflection-in 
and on-
action 
Educators base decisions on one’s own unique situation and consider 
personal teaching performance. 
Deliberative 
reflection 
Educators weigh competing viewpoints and research findings 
regarding a whole range of pedagogical concerns (e.g., curriculum, 
instructional strategies, rules, organisation of classroom, etc.). 
Personalistic 
reflection 
Educators listen to and trust their own inner voice and the voices of 
others.  Content includes personal growth and relationships with 
students. 
Critical 
reflection 
Educators consider the social, moral, and political dimensions of 
schooling, and judge these dimensions in light of ethical criteria such 
as social justice and equality of opportunity. 
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Hatton and Smith (1995: 33) argue, that the end-point in the process of developing 
reflective practitioners, is their capacity to undertake reflection-in-action.  However, 
as a teacher and creative media producer, I recognise that each of the five types of 
Valli’s reflective methodology is an effective tool for investigating the research 
questions in this professional practice.  
 
National and international best-practice case studies informing my practice  
The advent of the digital age and its uptake in homes and schools over the recent 
decade allowed some Australian and international production companies to recognise 
the opportunity to create multiplatform learning material for the education sector. An 
understanding of these multiplatform productions contextualises my research and 
provides insight for my research questions. The following four examples analyse the 
background, intent and creative media purpose of each production. Two of the four 
examples are Australian; two are international; one is from the UK; and the other 
from the USA. 
 
Example 1: Behind The News 
ABC Television’s current affairs show for children 
Public broadcaster ABC’s flagship education on-air program, Behind The News, was 
first broadcast in 1969. By the mid-1990s the program was a well-established popular 
television show designed for teachers and students in upper primary and lower 
secondary school levels. Also known as BtN, Behind The News is a multiplatform 
production that combines the on-air and online learning experience. The show, 
produced and distributed by ABC Television, focuses on presenting national and 
international current affairs news. In early 2004, a public controversy occurred when 
government funding cuts forced the ABC to axe BtN. ABC Radio National presenter 
Mick O’Regan (*Radio National broadcast 8/01/2004) interviewed several protestors, 
citing Alan Parker, Deputy Head at St John's School in Adelaide, who represented the 
views of the education sector. ‘As a classroom teacher, Alan Parker is especially keen 
on the capacity of BtN to stimulate both individual understanding and classroom 
discussion.’ Parker adds: 
Whether it's September 11, whether it's the Solomon Islands problem right 
now, the al Qa'eda situation,… BtN looks at the issue, doesn't try to hide 
the true story, but presents it in a way so that the children understand it, 
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...It's got a wide audience. One-and-a-half-million children a week watch 
it. (Deputy Head and Teacher Alan Parker, Radio National broadcast 
8/01/2004) 
 
With a supporting content rich interactive website for teachers and students 
containing news, information, polls, statistics, stories, reporter blogs and archived 
episodes BtN returned to television in 2005. A quote from a student on the BtN 
website demonstrates BtN’s on-going popularity. 
I love your show! Usually when my dad/mum are watching the news I 
change it to your News - it is much better. I like the best how in your 
stories you add music and fun. Normal News doesn't do that. If it is a 
really happy segment on the real news they make it really serious – 
Hayley (BtN website 2014)  
This testimony highlights that students such as Hayley enjoy and benefit from 
informative factual television. It suggests that BtN content online is potentially also 
popular to young people. BtN has succeeded in engaging students on-air as well as 
online. The BtN website is actively maintained, up-to-date and interactive. New 
features appear regularly on the site to encourage student interest and curiousity. 
These features either relate to on-air programming or extend beyond current affairs 
issues to broader educational features such as Gallipoli: The First Day, the interactive 
3D documentary, ABC Splash and non-ABC online educational tools Scootle and 
Trove. The appraisal of BtN’s market success is valuable to this research. It provides 
evidence that young people are not tied to broadcast television. Hayley’s online quote 
is evidence that young people are willing and able to visit the website of an on-air 
television show. By meeting market demands and innovation challenges with its 
interactive website features, BtN has retained its education audience popularity.  
 
Example 2: Television series and website: My Place 
The second Australian example of a multiplatform curriculum relevant production is 
the Australian Film Industry (AFI) Award-nominated children’s television drama 
series My Place, based on the children’s book by the same name, written by Nadia 
Wheatley and illustrated by Donna Rawlins. The My Place television series was 
produced by Matchbox Pictures and broadcast on ABC1 in 2009 and subsequently on 
ABC3. The drama series and its extensive website present an approach to Australian 
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history through the ‘history’ of a particular house and its occupants. The series 
pertains directly to the Australian History Curriculum. As a multi-platform production 
for education, My Place set an unprecedented standard that demonstrates a clear 
relationship between the on-air and online content in branding, content and the 
viewer/user experience. The on-air look, feel and branding was replicated online, 
creating a holistic My Place experience for the user.  
 
Matchbox Pictures partnered with the Australian Children’s Television Foundation 
(ACTF) and Education Services Australia (ESA) to produce the website, targeted 
directly at teachers. The text (below) on the My Place website home page confirms 
the multiplatform production focus to provide resources for teachers:  
On this website you will find rich educational material to support primary 
and lower-secondary teachers using the My Place TV series in the 
classroom. Explore background information, aligned with the My Place 
stories, on events and people significant to Australia's history. Download 
clips and stills from the TV series, as well as teaching activities and 
student activity sheets that relate to current themes. 
 
Designed as a resource for teachers to enrich their student learning, the website 
includes a variety of resources such as a clips bank, an interactive timeline, themes, 
activities, a teacher’s forum and a presentation by executive producer Penny 
Chapman. 
 
In her video presentation to teachers on the My Place website, Chapman suggests 
educators encourage their students to ‘talk ... talk to their parents, talk to their 
grandparents, ask them about their lives, ask them about their stories, because after all 
they are going to be the little people who … are our purveyors of history as time 
passes…’ Producing the online My Place website allowed viewers to explore and 
enjoy My Place in an anytime, anywhere fashion, providing untethered viewing 
opportunity to teachers, parents and students, freeing them from being locked to a 
television schedule. Like the series, the website has won several industry awards. 
Launched in 2009 My Place provides the television industry with an example of the 
potential of multiplatform content for the education sector. Government organisations 
ACTF and ESA demonstrated commitment to this emerging realm with both funding 
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and expertise. In their 2013 reports, both the ACTF and ESA declared their on-going 
recognition, support and promotion of the use of digital resources in the classroom:  
 
• ACTF: ‘Media and television are valuable teaching resources. Part of its 
(ACTF) objective is to promote and assist in the use of high quality 
audiovisual media in the classroom.’  
• ESA: ‘A major focus (in 2013) was on the procurement, curation and 
distribution of digital curriculum and professional learning resources.’ 
 
In 2010 the Australian government established ESA, formerly known as the 
Curriculum Corporation, to support the national implementation of the newly devised 
Australian Curriculum. Government commitment to digital resources and teacher 
professional development in information technology has confirmed the adoption of 
screen technology as a tool for learning in schools. ESA’s participation in the My 
Place multiplatform production is manifestation of the government’s   commitment to 
supporting digital technology learning opportunities for school age children. An 
analysis of My Place informs this research in terms of the aesthetic value in 
maintaining branding consistency, look and feel across the on-air and online 
production. This learned insight addresses the research questions and contributes to 
the best-practice approach specified in the Design Considerations in Chapter 5.  
 
Example 3: BBC digital channel: BBC Two Learning Zone 
Like ABC Television in Australia, the BBC network in the UK broadcasts its content 
via several channels, one being the digital channel BBC Two. BBC Two broadcasts 
two hours per day for schools. This time slot is branded as BBC Two Learning Zone 
and is scheduled in the early morning 4am to 6am timeslot, a time when teachers can 
set their devices to record.   
 
BBC Learning’s reasoning behind this scheduling is that schools no longer watch 
television as it is transmitted. This viewpoint is a significant factor for this research as 
it suggests two contributing factors: 
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• It confirms that untethered viewing–that is, recording a television program and 
playing it to a class at a convenient time–is an accepted practice by teachers; 
and  
• It substantiates the incorporation of multiplatforming as a provision of 
supplementary content to the on-air programming that the teacher or student 
can access at any time of day.  
 
In 1999 the BBC Learning channel launched ‘to provide online learning materials 
across an age range from pre-school through to adults, with an emphasis on 
interactivity and practical learning. Websites providing support materials and a point 
of contact for viewers will be integrated with the channel and individual 
programmes’. Validating this objective the site provides a number of school resources 
that are categorised into Primary and Secondary Resources:  
• Knowledge and Learning (video clips for school use); 
• Bitesize (coursework, classwork and exam support); 
• Planner (key dates for teachers and students); 
• Promo Clips (of on-air educational programming); 
• Watch and Listen (specific content curriculum relevant clips) 
• School Report (where students can make their own news); 
• Thing to do (details about outdoor events and activities); and 
• Commonwealth Class (games for the classroom). 
 
Katy Jones’s, Executive Producer for BBC Learning, comment on the channel 
website blog (2014) that when she took up her role in 2011 she spoke to teachers and 
children to identify what they needed. She learnt that ‘teachers regularly scour the 
internet for great videos to help explain concepts, introduce different perspectives and 
to transport pupils beyond the four walls of their classroom.’ Teachers informed her 
that 60 minute documentaries were generally unsuitable for classroom learning but 3-
15 minute clips are useful when the content and context are appropriate. BBC 
Learning website now houses 10,000 video and audio clips for teachers of between 3-
15 minutes duration, accessed through a tab on the site called Class Clips. Jones 
concludes, ‘The message was clear: it’s hard to beat a beautifully shot film to kick-
start a lesson and stimulate discussion or activity.’ This analysis of BBC Learning’s 
educational multimedia has uncovered two insights that contribute to the research’s 
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questions. These are: that schools have embraced untethered viewing; rarely view 
television programs as they are transmitted; and that teachers and students find online 
clips of 3-15 minutes duration more useful than hour long documentaries. 
 
BBC Learning’s primary research found that curriculum relevance and school 
relevance are important to teachers when choosing to use a multiplatform production 
in the classroom.  Further to this, BBC Learning finds that schools want videos which 
are: 
• Inspirational  (helping to excite children about learning, creating and 
investigating); 
• Aspirational (providing role models such as scientists, inventors, writers, 
athletes); and  
• Motivational (demonstrating real world relevance of what they are learning). 
(BBC Learning website 2014) 
 
Jones’s comment in her blog (BBC Learning 2014) stated that the time has ‘come to 
re-invent schools television to work for a time-shifted, time-pressed, digital age’ is 
conducive to the findings in this research. As the 21st century classroom becomes 
established, in schools in the UK and in Australia, education market needs are 
evolving. This research investigation will therefore show how the television industry 
can effectively facilitate those needs. 
 
Example 4: USA based multimedia production: National Geographic  
Since inception in 1888 the National Geographic organisation has supported 
education. The digital age has endowed National Geographic with a further means by 
which to distribute knowledge to young people. The following four projects are 
examples: 
• JASON Learning (formerly Jason Project): National Geographic’s first 
multimedia production founded and launched by underwater explorer Bob 
Ballard in 1989 with the intention of educating children and a mission to 
‘inspire and educate kids everywhere through real science and exploration’ 
(JASON Learning website 2014).  
• National Geographic Education (formerly Xpeditions) launched in 1999 as a 
multimedia educational site that used the media assets of National Geographic 
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Television to create geographic and scientific lesson plans and activities for 
teachers that adhered to US Geography Standards. 
• National Geographic Kids began as a childrens’ magazine in 1975. It was later 
extended to a website in 1996 that focuses on ‘fun’ learning and includes 
gaming elements such ‘cool clicks, awesome videos and fantastic facts.’  
• My Wonderful World website campaigns for geography education. Resources 
on the multimedia site are designed for both educator and student use in the 
promotion of geographical education.  
 
Each project aims to expand the learning opportunities for students through its own 
distinctive branding and design tone. While collectively educational, each project has 
its own target audience. 
 
Table 3.3 National Geographic’s Educational Multimedia Projects and Audience 
Project Multimedia Target Audience 
JASON Learning 
Activities, videos, games, 
lesson plans, (teaching) 
implementation tips, live 
interactive events 
K-12 teachers and 
students 
National Geographic 
Education  
Teaching resources, 
references, news, interactive 
media, mapping, games, 
information and US National 
Geography Standard lesson 
plans 
 
For educators, 
learners and families, 
students and kids  
 
National Geographic Kids 
Games, videos, animals, pets, 
countries, photos, fun stuff, 
community and news 
Kids  
My Wonderful World 
Games and cool stuff, sounds, 
downloadable advertising, 
wallpapers, RSS feeds, 
monthly e-newsletter 
Parents, educators, 
kids and teens 
 
The four National Geographic projects provide new insight for this research as, unlike 
the previous examples, they are not specifically aligned with particular on-air 
programming. Analysing these four National Geographic multimedia productions 
developed a new understanding for the research that a televised documentary is an 
asset that does not necessarily need to be identified or linked to the on-air program. It 
can be re-purposed as a separate effective online learning resource of videos or clips.  
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Analysis of these four educational media examples have informed this research and 
set the foundation for acquiring new creative production knowledge. Both the two 
Australian and two international examples confirm the international television 
industry’s recognition of the education sector as a multimedia audience, by providing 
a multiplatform online delivery for the education sector. The funding commitment to 
these projects reflects the industry’s desire to secure this audience with curriculum 
relevant resources. Analysing these examples has highlighted several factors. These are:  
• Young people are not tethered to broadcast television and are willing and able 
to visit a television program’s website; 
• Programs on-air and online content should be closely related; 
• Schools rarely watch television shows when they are transmitted; 
• Online video clips of 3-15 minutes are more useful than an hour long 
documentary; and 
• Branding and design tone of a multiplatform production should be distinctive 
and relate to its target audience. 
These five factors verify that screen technology is integral to the 21st century 
classroom. Moyle (2010: 37) observes that, in today’s classrooms ‘with technologies, 
young people in the 21st century have the opportunity to display complex learning 
styles that are shaped by the ubiquity, accessibility and ease of use of digital 
resources.’ ACARA emphasises the use of classroom digital resources and the general 
capability outcome of student skills in ICT. The Australian Curriculum (ACARA 
2009 - 2013) specifies the development of 21st century classroom learning skills in 
students across all subject areas and television delivered via the internet to students on 
their own personal devices is a resource that nurtures such skills. The Digital 
Education Advisory Group (DEAG) in its report Beyond the Classroom: A New 
Digital Education for Young Australians in the 21st Century asserts that ‘to support 
new ways of learning, students need access to appropriate resources’(2013: 8). This 
research demonstrates that television is an appropriate resource to be re-purposed for 
online delivery to facilitate 21st century classroom pedagogy and learning. Television 
content can be broadly categorised into the two genres of drama and documentary.  
 
 59 
Reflection on the evolution of screen education and my professional practice  
Throughout my career from the mid-1980s to the current day I have observed changes 
in how screens have been incorporated into classroom pedagogy. Changes from the 
slide projector in the late 1980s to today’s interactive internet connected personal 
computer devices is the foundation of this research. In my final undergraduate year in 
1985 my lecturer was a photographer of geographic phenomena whose weekly slide 
shows alerted me to the power of the visual image in teaching and learning. As a 
graduating teacher, I valued the pedagogical practice of using slides and videos as 
learning tools. The slide projector and the overhead audio visual projector were 
classroom tools I favoured in my teaching. Visual images presented unquestionable 
evidence of the geographical process, pattern or phenomena. The ability of visual 
images to convey learning was irrefutable. The use of visual images as classroom 
resources prior to the digital age sets a foundation for my research that visual learning 
tools were already recognised as valuable by teachers. My research follows on from 
this period by focusing on the period late 1990s to present day. 
 
Video education production companies were emerging during the 1980s to facilitate a 
growing demand for audio visual curriculum relevant classroom material. An example 
is Classroom Video established in the early 1980s with its branding subtitle, 
Education with Vision. The company specialised in producing curriculum specific 
videos and supporting teacher notes for Australian primary and secondary schools. 
Classroom Video’s success though the 1980s and 1990s confirms that teachers were 
integrating video resources into their classrooms. Television and videos became 
commonplace in classrooms. The Australian government responded in 1990 by 
setting up the royalty collection service Screenrights to gather remuneration from the 
education sector for dispersal to film and television producers.  
 
The establishment of Screenrights provided a financial incentive for the film and 
television industry to develop educational factual and drama productions. The 
Australian Screen website (2014) states ‘in 1990 the non-profit Screenrights 
organisation was set up to administer provisions in the Commonwealth Copyright Act 
1968 allowing schools, TAFEs and universities to copy television and radio programs 
upon the payment of a fee.’ Screenrights monitors such copying and distributes 
royalties back to program makers. In 2007 Screenrights was collecting approximately 
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$20 million per year’ (National Film and Sound Archives 2014). Screenrights 
provides a vehicle for television producers to secure a commercial interest in building 
an education audience. Screenrights keeps teachers informed via its Resource Centre 
called Enhance TV. Enhance TV promotes curriculum relevant film and television to 
educators. ‘Teachers subscribe to an online newsletter, with updates of upcoming 
educational broadcasts, and they regularly visit the site to download free resources 
such as study guides, and to order copied programs’ (Screenrights website 2014). 
Royalties for on-air broadcasting of a production are paid to the producer. 
‘Screenrights royalties are very important to our business and in order for us to get 
paid any money owing as soon as possible, we register programs when we go into 
pre-production’ (Veronica Fury, Screenrights website 2014). The royalty payments to 
the screen industry are significant to the research question in that they are indicative 
of the extent to which teachers value incorporating learning from television as a 
classroom resource.  
 
With the emergence of the digital age television channels began developing websites 
for teachers and students. In 1995 ABC Television established its Multimedia Unit 
and launched its website. In the United Kingdom, BBC launched the BBC Learning 
Zone in 1995–an online site containing educational video clips. In 1996 PBS, in the 
US, commissioned The Study of Schools Uses of Television and Video report. PBS 
(2004: 9) asserts:  
Public broadcasting and the nation’s schools share a similar commitment 
to the education of all Americans… Public television stations offer an 
impressive variety of services to the schools in their communities: 
distance learning, technology training for teachers, collaborative internet 
projects, and curriculum-focused instructional television programming are 
only a few examples.  
This report confirms the international trend in the mid-to-late 1990s of the integration 
of television in the classroom. Television networks in Australia and internationally 
began to develop their online learning resources.  
 
A further driver in television content as a learning resource came with the launch of 
Pay TV in Australia in 1995. Despite budget limitations, new channels available via 
Pay TV platforms Foxtel, Austar and Optus opened opportunity for further 
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educational television programming to be broadcast on a variety of channels. 
Networks such as National Geographic Channel, Discovery and The History Channel 
scheduled back-to-back documentaries. Many of these documentaries contained 
Australian curriculum subject matter and supported cross curricula general 
capabilities. For example, the general capabilities of intercultural understandings, 
ethical awareness, and social competence (ACARA History 2009: 15) are represented 
in each learning area. In Australia, National Geographic Channel with its 
longstanding reputation for high quality productions and mission of Exploration, 
Adventure and Education, regarded the education audience as valuable and worthy of 
funding commitment. When the channel launched in Australia in 1997 it committed 
funds to develop its education content and marketing by engaging me as Education 
Consultant. From 1997 to 2007, my role was to develop the Channel’s education 
product, grow branding awareness in young people, develop a positive brand 
reputation with educators and produce resources to enhance classroom learning 
experiences.  
 
Given the nature of the channel’s content (Geography, Science and History) and my 
curriculum understanding, I determined that the channel was a resource for students 
aged ten to eighteen. This verification was the beginning of a ten year production and 
marketing campaign (1997-2007) directed at schools that paralleled the emergence of 
the digital platform. In other international territories National Geographic Channels 
were also developing online education production. National Geographic Television 
International, with its headquarters in Washington DC, entrusted me to create a ‘blue-
print’ document to help guide the territories in developing online marketable 
education assets. I worked in a consulting capacity with National Geographic 
Channels in Hungary, Turkey and India as they established online education material 
for their own local markets. Several challenges existed in creating localised television 
program based online resources. The challenges included: an understanding of each 
country’s education curriculum; the local market’s attitude towards using online 
material for learning; and the ability for teachers and students to access the internet. 
These fundamental challenges continue to relate to this research and verify that a 
producer must solve these challenges if the objective is producing effective online 
learning resources that will have success in the education sector. Overcoming these 
challenges is a focus of this research. As education audiences become more 
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conversant in using television and online learning resources in classrooms, potential 
opportunities for business growth, such as sponsorship, emerge. The research 
provides evidence of these potential opportunities in Chapter 4 with the example of 
recent sponsorship of the National Geographic Channel Education Hub by 
CoolAustralia. 
 
At the turn of the century the move to multiplatforming by networks and broadcasters 
opened opportunities including specifically marketing to the education sector. The 
PBS report recognises the impact of digital opportunity afforded by the trend towards 
television’s multi-platforming of its content. ‘As video becomes digital, and as the 
tools and techniques of production become more available to the general public, 
teachers are enjoying greater flexibility in their use of the medium’. Innovation 
opened the possibilities to extend and enhance the on-air learning experience to a 
much more subject-focused exploration of digital deliveries. Understanding the 
precise resource needs of teachers is an imperative of the research question. At the 
turn of the century screens and visual content are commonplace in Australian 
classrooms but the challenge exists for the television industry networks, broadcasters 
and producers to produce curriculum relevant resources. National Geographic 
Channel Australia (NGC) committed to developing this sector of its business.  
 
In 2000 NGC integrated education programming into its Monday to Friday schedule. 
A first in Australia NGC dedicated Education Hour every school day at 10 am. 
Collaborating with the technical skills of the Channel webmaster and graphic designer 
I created a micro-site for teachers, parents and young people entitled GeoZone. The 
site was produced as ‘support’ for the on-air Education Hour. The objective was to 
facilitate and expand wider learning opportunities by creating visually interesting, fun 
fast facts and homework references for students and informative program notes for 
teachers. 
 
The site included a variety of facts and learning resources such as maps, quizzes, 
games, activities and information that was updated weekly. The guiding parameter for 
the on-air and online material was curriculum relevancy. As the Australian 
Curriculum had not yet been released (the first national curriculum – i.e. History, was 
not released until 2009), and as each state worked to its own curricula, I focused the 
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GeoZone curriculum supporting material on the NSW curriculum. The reasoning 
behind this decision was that the NGC office was based in Sydney and NSW 
population had more school-aged children than any other state. NGC Marketing and 
Publicity promoted Education Hour and GeoZone via direct target marketing, teacher 
professional development conferences and education event sponsorship (for example 
the Australian Geography Competition). Analysing the ‘up-take’ of the product was 
an imperative to its NGC budget allocation. Evidence that the project remained a 
viable product in the education market for National Geographic Channel is the 
continued allocation of funding from the annual marketing budget to engage myself 
and other employees on the project.  
 
Reviewing the popularity of the product through its on-air ratings and micro-site hits, 
reflecting on creative media education production, and improving the user 
engagement and experience were critical to the project’s on-going internal funding. 
Candy (2006) articulates the methodology we adopted at NGC to ensure the project 
improved by building on the knowledge learnt through reflection. Candy (2006: 1) 
writes ‘practice-led research is concerned with the nature of practice and leads to new 
knowledge that has operational significance for that practice and that the main focus 
of the research is to advance knowledge about practice, or to advance knowledge 
within practice. Through reflection, we learned ‘what works’ and ‘what doesn’t work’ 
on the Geozone site. For example, the number of hits on the Geozone site generally 
was high when promoted on-air programs or ‘tent-pole’ marketing and publicity 
campaigns such as Cat Week increased general viewing ratings. Repeating these 
shows in Education Hour after their premiere screening attracted GeoZone site greater 
hit numbers and content downloads. The NGC team and myself concluded that, where 
possible, it was beneficial for GeoZone online content to compliment special event 
highlighted shows. 
 
This knowledge provided the basis for refining and improving the on-air delivery. For 
example, Education Hour was scheduled commercial free as a marketing tool to 
attract teachers. The online experience and content presentation on GeoZone was 
systematically revised and improved over several years, with features such as 
interactives, games and online quizzes, to align with innovation trends and young 
people’s ICT proficiency. In the latter part of the decade National Geographic, as an 
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international organisation, was forced to act on budget constraints caused by the 
Global Financial Crisis. As a result, Education Hour and GeoZone closed in early 
2008. During the same ten year period, from 1997 to 2007, in Australia Sky News 
Channel, The History Channel, The Weather Channel, ABC Television and AUSTAR 
developed and maintained active microsites for schools. These channels enhanced the 
television education viewing experience with online learning resources related to on-
air programming.  
 
While the essence of this research is educational understanding, how to produce 
successful creative educational media is a research aim. In this emerging practice I am 
challenged to encompass pedagogical purpose with digital innovation and student ICT 
capabilities. As Hatton and Smith (1995: 33) indicate, critical self-reflection of one’s 
predispositions and  preferences can be biased as the ‘inquirer is part of the setting, 
context, and social phenomenon he or she seeks to understand’. A solely subjective 
viewpoint would limit the acquisition of knowledge in this professional practice. To 
remain objective in answering the research questions, this research includes 
representative television industry executive perspectives on the topic (detailed in 
Chapter 4).  
 
As stated above, reflective methodology is the method of inquiry applied to this 
research professional practice. The four education media multi-platform case studies 
were undertaken in time sequence. Applying the practice of reflective methodology 
throughout the professional practice creative process allowed for attained knowledge 
to be applied sequentially and strategically. The case study television program titles 
are listed in Table 3.4 below: 
 
Table 3.4 Research Case Studies in sequential order of undertaking 
Program Format Production Company Distributor 
Tim Winton’s 
cloudstreet 
Television series 
and website Showtime Australia  Foxtel   
Go Back To Where 
You Came From 
Series 1 and 2 
Television series 
and website Cordell Jigsaw Zapruder SBS   
ABC Splash Website ABC Television ABC Innovation 
National Geographic 
Education Hub Website 
National Geographic 
Channel Australia Foxtel 
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A detailed description of the production, marketing process, method of inquiry and 
resulting action in each case study is provided in Chapter 4. The following is a brief 
overview of the case studies and the reasoning behind selecting them for this research 
professional practice.  
 
In 2010, Showtime Australia commenced production of the three part television 
drama series Tim Winton’s cloudstreet, based on Winton’s award winning novel, 
Cloudstreet. The series was produced by Screentime and was broadcast on the 
Showtime Network’s channel Showcase in 2011. Showtime was committed to 
marketing the series to the education sector. I was engaged to work with the 
marketing, publicity, web design and production teams. This project is the first case 
study of my professional practice. In determining the most effective outcome for 
Showtime’s commitment, it was imperative to look to My Place as a new and 
successful industry standard transmedia production. The two projects bear similarities 
in that both are based on books, both are period dramas from Australian history, and 
both held curriculum relevancy in History and English (Media Studies). The projects 
differ in their learning level application. My Place is relevant to upper primary and 
lower secondary learning levels whereas Tim Winton’s cloudstreet is relevant to 
senior secondary students. However, a further difference between the two projects, 
from the viewer’s point of view, is that My Place was distributed and screened by 
public broadcaster ABC Television and Tim Winton’s cloudstreet was televised on 
Pay TV platforms Foxtel and Austar. The ‘restricted’ audience reach incurred by 
subscription television viewership numbers increased the education marketing 
challenges. 
 
Applying reflective methodology to analyse the cloudstreet Classroom case study, I 
gained an understanding of production processes and learned how to produce re-
purposed clips. I put this knowledge to practice in the second case study of my 
professional practice, the internationally acclaimed series Go Back To Where You 
Came From. Produced by Cordell Jigsaw Zapruder (formerly Cordell Jigsaw), the Go 
Back To Where You Came From concept was devised in response to a ‘call-out for 
ideas’ by SBS Television. SBS was seeking a program that would encourage a public 
discourse during Refugee Week on the politically sensitive subject of refugee arrivals 
in Australia. Go Back Series 1 is a three episode documentary series with a final 
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forum discussion episode. The program content is relevant to the secondary school 
curriculum area of Geography. It has further curriculum relevancy in Civics and 
Citizenship, Humanities, Political Studies, Cultural Studies, and Media Studies. The 
series screened on concurrent nights during Refugee Week 2011 and was the highest 
rating program in that year for public broadcaster SBS. SBS Multi-platform produced 
the series’ online information and resources for the general audience and for schools. 
In the capacity of my professional practice, my role on the Go Back project was to 
work with SBS’s Outreach Executive and Multiplatform team to devise and produce 
an ‘extension’ experience for teachers and students that blended the on-air with the 
online learning opportunity. The result was an unprecedented transmedia success for 
SBS Television.  
 
In the following year, in 2012, ABC Television partnered with ESA to produce the 
educational initiative ABC Splash. ABC Splash is a $20 million project funded by the 
Department of Broadband, Communications and the Digital Economy (DBCDE) 
through DEEWR. An aim of the ABC Splash project is to create a vehicle for the 
government to promote the capability of the National Broadband Network (NBN). 
Drawing on the extensive archives of ABC Television the ABC Splash website is 
designed for teachers, parents, and students of primary and secondary school Years 7-
10. In an online presentation on the site, science writer and television presenter Bernie 
Hobbs describes the site as a ‘goldmine of resources for teachers and educators to 
share with students inside and outside of the classroom.’ The content on the ABC 
Splash website is categorised into four key learning areas of the Australian 
Curriculum; English, Maths, Science and History. My contribution to ABC Splash 
was as education writer and consultant. As consultant, I was commissioned to 
conceive several infographic and interactive learning resources and, in doing so, 
creatively work with the games designers to ensure the content is aligned with the 
Australian Curriculum and its cross curricula general capabilities of literacy, 
numeracy and ICT. Experience and insight gained from the Tim Winton’s cloudstreet 
and Go Back To Where You Came From projects were central to my professional 
learning and an invaluable platform on which to develop the ABC Splash assets.  
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Reflecting on my own practice       
The four case studies and the analysed Australian and international examples are 
evidence that both drama and documentary television can be appropriately re-
purposed for online delivery. The examples contextualise the research and support the 
inclusion of both drama and documentary in the professional practice case studies. 
Each case study was informed by the experience of the previous case study in a 
sequential pattern. However, in the first case study, Tim Winton’s cloudstreet, the 
informing knowledge was my professional experience and the Australian industry 
example, Matchbox Pictures’ multiplatform production My Place. The My Place 
website’s attention to program branding in its design and layout, the extra information 
provided to compliment on-air viewing and the direct targeting of teachers with 
lesson plans and classroom teaching ideas are features that influenced my creative 
decision making when developing Tim Winton’s cloudstreet education website 
entitled cloudstreet Classroom.  
 
My Place has curriculum value for primary school and lower secondary teachers and 
students of History, English and Social Studies whereas cloudstreet Classroom was 
designed and built as an information and image rich site for secondary school teachers 
and students of English, The Arts and Media Studies. With the example of My Place 
to inform me in the production of cloudstreet Classroom, I worked with the clients to 
ensure that images and branding used for publicity and marketing would maintain 
aesthetic consistency across the platforms. The interactive features on the site 
provided teachers with tools, resources and downloadable Teacher Notes and Student 
Activities for classroom use. The practical interactive website allowed students to 
choose their own learning experience by selecting clips or interactive learning tools. 
(A full breakdown of cloudstreet Classroom’s resources and features is available in 
Chapter 4.)  
 
Using reflective methodology, I concluded that re-purposing on-air production 
footage into short form clips for the cloudstreet Classroom website extended student 
learning opportunity from on-air viewing to online interactivity. The short form clips 
enable teachers and students to repeatedly replay and examine text, interviews and 
specific key scenes from the program and fulfill an objective of the Australian English 
curriculum of developing student visual literacy. The curriculum states that, through 
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media, ‘Evaluating literature encourages discussion on how language choices develop 
characters and settings, …… how scriptwriters use irony, how written text interacts 
with accompanying visuals…’ (ACARA English, 2009: 10, 5.5.2). For a teacher or 
student, the concept of irony in cloudstreet could be explored through the use of 
sardonic humour in the narrative’s language.  
 
Reflecting on cloudstreet Classroom, my research showed that teachers and students 
prefer short form clips, rather than full duration programs, when using online learning 
resources. I learned of this preference through discussion with teachers during 
promotional cinema screenings and workshops at teacher professional development 
conferences. The clips range from excerpts of the film to behind the scenes 
interviews.  
 
Applying reflective methodology to my knowledge acquired though the creation of 
cloudstreet Classroom, I determined that short form clips are a functional and useful 
resource for learning. The clips free teachers and students from using only full length 
120 minute episodes providing them with the flexibility to make their own selection 
and devise their own learning according to their personal needs. I implemented this 
knowledge in my creative media production on the second case study, Go Back To 
Where You Came From (Go Back). Go Back was produced by Cordell Jigsaw (now 
Cordell Jigsaw Zapruder) and developed by SBS Television to encourage 
understanding and community discourse on the plight of refugees who come by boat 
to Australia. Although Tim Winton’s cloudstreet is drama and Go Back is 
documentary, each is a three episode television series.  
 
In the case of Go Back, the documentary series comprised several interwoven story 
threads. For a teacher to focus on a specific aspect of the series, or for a student to 
analyse and understand one story thread from the program, the task is onerous. Short 
form clips of the different story threads provide accessibility and flexibility. I 
recommended this to the program broadcaster SBS Television who agreed it would 
add value to the multiplatform production assets. With post production editing scripts 
and time-coded rough cuts of the episodes, I extracted the individual story threads and 
created a ‘story-edit’ script. SBS Multiplatform cut the story-edit scripts into short 
form clips for the Go Back Schools website. Reflecting on the knowledge learned in 
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this professional practice that easily accessible learning tools are a valuable resource 
for teachers I reasoned that other time-efficient resources could add educational value 
to the Go Back Schools site. Therefore I developed with SBS Multiplatform five 
interactive quiz questions. These graphically presented questions were designed and 
created to test student prior knowledge to the world refugee problem. The objective 
was to provide teachers with a tool that would easily engage students interactively and 
assess their knowledge of the subject matter. Reflecting on the effectiveness of the 
quiz, I concluded that interactive quick–response quizzes are fun to use, attractive to 
students and provide teachers with information about their student’s knowledge. They 
are also effective as ‘lesson-starters’ to elicit classroom conversation or debate. The 
knowledge learned on the Go Back project was valuable for the following case study, 
ABC Splash. 
 
ABC Splash is the third case study in this research. ABC Splash is an Australian 
government initiative to facilitate the Digital Education Revolution with curriculum 
based multiplatform learning resources for schools. It is an online portal developed by 
ABC Innovation. Content on the site is predominantly drawn from ABC Television 
programming. ESA (formerly The Curriculum Corporation) is the government’s 
organisation that supports the delivery of national education initiatives. ABC 
Television and Education Services Australia joined organisations to produce ABC 
Splash. In my professional practice as education writer and media consultant I worked 
with ABC Multiplatform to create learning games and ABC Splash Collections. 
Collections are curriculum relevant e-books created for student use. The collections 
are comprised of various multimedia such as text, images, infographics, interactives 
and short clips from on-air programming. The topic of each collection is specifically 
aligned to a curriculum learning level. The text and visuals are produced accordingly. 
In my role, I was responsible for writing, researching and developing the infographics 
and interactives for several ABC Splash Collections. I was able to reflect and learn 
that within a website it is possible to create an online asset (i.e. such as an e-book) 
that contains a variety of multimedia content. This asset can provide a student with a 
digital learning experience. The new knowledge contributes to the research as it 
confirms it is technically possible for a variety of multimedia formats to be 
aggregated into an exclusive online asset that provides students studying a specific 
topic with a single comprehensive learning tool on the subject.  
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A further reflection that has informed this research is the design and function of the 
education website. ABC Splash content is categorised by tabs into curriculum areas 
and learning levels. This design allows the network to structure and manage its 
content. It also facilitates expedient access and pathways around the website for both 
teacher and student browsers. This knowledge became the basis for the design and 
development of the fourth case study in this professional practice, the National 
Geographic Channel Education Hub. My relationship with the Channel continued 
after 2007 on a project-to-project basis. Since launch, National Geographic Channel 
Australia has acquired a library of documentaries that are curriculum relevant. I 
proposed to the Channel executives that, with the DER equipping students across the 
country with their own internet connected devices and with the development of ABC 
Splash, it could be opportunistic to develop an archival library of the Channel’s 
resources for the Pay TV platform. Prior to multiplatforming these documentaries, the 
programs were only available when scheduled for on-air transmission. The National 
Geographic Education Hub enabled another delivery mode for the network’s 
documentaries. For the marketing aspects of the channel business, the Hub provided a 
new product to be publicised and promoted. As in the preceding case studies, the 
National Geographic Education Hub was a way for the network to attract a new 
audience–the education market. When producing the National Geographic Education 
Hub my aim was to apply the sequentially learned new knowledge gained from the 
first three case studies to engage this market. 
 
Building on the experience of the first three case studies, the professional practice 
production of the National Geographic Education Hub commenced with a clear 
educational and creative strategy. The Hub is evidence of practical application 
sequentially learned knowledge and understanding gained through reflective decision 
making based on the prior case studies. The result is the following features being 
incorporated into the National Geographic Education Hub multimedia website 
production: 
• Short form videos – as learned from Tim Winton’s cloudstreet (Case Study 1);  
• Student activities, quizzes and tasks - as learned from Go Back To Where You 
Came From (Case Study 2); and  
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• Aggregating of content into curriculum learning areas such as Geography, 
Science and History and learning level categorization such as Upper Primary, 
Junior and Senior Secondary  – as learned from ABC Splash (Case Study 3). 
 
By using reflective methodology to examine each case study, I have determined the 
practical principles required for re-purposing on-air television content to online for 
the education market. The National Geographic Education Hub integrates these 
practical principles and presents them in a branding ‘look and feel’ that reflects the 
National Geographic Channel’s distinctive style. In creative design, function and 
branding, the National Geographic Education Hub provides an example to the 
industry. 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
 
*ABC Radio National: Media Literacy and Behind The News. Transcript (8/01/2004) 
http://www.abc.net.au/radionational/programs/mediareport-1999/media-literacy-and-
behind-the-news/3404886#transcript 
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CHAPTER 4 
Professional Practice 
  
(Note: In the e-version of this thesis examiners can click on the Adobe Acrobat icons 
to access and view supporting media and pdf documents. In the printed version 
attached media and pdf documents are provided in the appendix.)  
 
The professional practice undertaken in this research comprises four case studies. The 
selection of case studies for research was an intentional strategy to examine and learn 
from differences between re-purposing a single program and developing a curated 
archive comprising of many televised programs. The case studies are presented in 
chronological order and demonstrate progressively acquired knowledge and insight 
attributed to each subsequent case study. The order of the case studies is presented 
below:  
1. cloudstreet Classroom; 
2. Go Back Schools; 
3. ABC Splash; and 
4. National Geographic Channel Education Hub. 
cloudstreet Classroom and Go Back To Where You Came From are both single 
program series. cloudstreet Classroom is a three part series and Go Back is a three 
part series, with a fourth episode dedicated to a public forum episode. As 
multiplatform learning resources, these first two case studies present a limited focus 
of study pertaining directly to the program on-air content. The third and fourth case 
studies ABC Splash and National Geographic Education Hub differ in that are portals, 
which draw on the archival assets of the broadcaster, rather than a single program. 
The portals are structurally designed around key learning areas such as Science, 
History and Geography. They provide resources in varying formats on a variety of 
programs, images, games, infographics and interactive elements. These two portals 
present more learning resource options and interactive opportunities to the teacher.  
Applying cloudstreet Classroom and Go Back To Where You Came From in the 
classroom, as learning resources, requires a different pedagogical approach to ABC 
Splash and National Geographic Education Hub. For example, a teacher might design 
lessons for students centred on watching the on-air series at the time of broadcast or 
as a recorded resource in class. Following the viewing, the teacher could engage their 
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students in a discussion about the program themes.  The teacher could then direct 
students to the website for an interactive learning activity on the themes, the student’s 
results of which, could be shared and debated in the class. In the Australian 
Curriculum: English the outcomes of such a learning exercise meet a specified 
general capability requirement, ‘Young Australians’ developing identities, the 
cultures they live in, and their understanding of how identity and culture are 
connected, are all shaped by the growing capabilities for which the English 
curriculum takes a major responsibility’ (ACARA English 2009: 4). The difference 
between a single program website and a resource portal is based on the premise that a 
teacher may or may not be drawn to the portal by an on-air program.  
 
The prolific and diverse material housed in the portal may be known to the teacher 
who is developing a unit of study that could be enhanced by screen based resources. 
A teacher might be seeking a clip to start the lesson by inspiring students with a visual 
stimulus or visual information on a particular topic such as an interview to support the 
development of student knowledge. A short form clip, a segment from a televised 
program, an interactive or infographic allows the teacher to add variation to the 
practical methods used to develop student knowledge. In a classroom where all 
students have internet connected devices, students can interact with the portal and 
undertake their own research by participating in a period of self-directed learning. In 
the Australian Curriculum: Geography, like other subject areas, general capabilities 
are a cross-curricula priority providing teachers with flexibility to cater for diverse 
student needs and are ‘identified where they offer opportunities to add depth and 
richness to student learning through content elaborations’. (ACARA Geography 2014: 
12) 
 
The strategic intention to research single program and portal case studies has provided 
opportunity to investigate the two production formats in a comparative and 
comprehensive study. Combined, the four case studies demonstrate current industry 
practice in producing re-purposed online resources.  
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CASE STUDY 1  
cloudstreet Classroom 
 
Tim Winton’s much-celebrated novel Cloudstreet was first published in 1991. After 
many years of protracted negotiation, this iconic Australian story was adapted for the 
screen by Tim Winton and Ellen Fontana. Tim Winton’s cloudstreet is a three part six-
hour telemovie series premiered in Australia on 22 May 2011 and was broadcast on 
Showcase on three consecutive Sundays at 8:30 pm. Showtime’s Executive Producer 
for the production was Kim Vecera. The series was repeated several times throughout 
the year. The telemovie series was produced by Screentime Australia, broadcast by 
The Premium Movie Network Showtime’s Showcase Channel and broadcast on Pay 
TV platforms Foxtel and Austar. The production rights are owned by The Premium 
Movie Partnership and Screentime Pty Ltd. The adaptation of the novel was directed 
for the screen by Matthew Saville. Showtime and Screentime opted to use a small ‘c’ 
in the title Tim Winton’s cloudstreet television series and website to distinguish the 
production from the title of the novel Cloudstreet.  
 
In the year leading up to the premiere, Showtime considered investing in a 
multiplatform education product to extend the cloudstreet production to new online 
audiences as well as validate the series as a learning resource for teachers and 
students. Before committing, Showtime engaged me to investigate and report on 
whether Cloudstreet was a novel taught in Australian schools. Cloudstreet could be 
considered one of the pre-eminent Australian contemporary novels exploring such 
identities as the working class Lamb and Pickles families as they share a house and 
each other’s adversities and triumphs during a twenty-year post war mid-century 
period. Schwandt (1997: 94) explains that ‘Cloudstreet is a fiction that resonates with 
the most powerful sense of a poetic insight at work’ validating its place as a 
recommended or preferred text in most Australian states as I discovered. 
Recommended or preferred texts are nominated by the Education Department in each 
state as suggested literature for students. With the Cloudstreet story being set in Perth, 
the novel is a preferred text in Western Australia.  
 
The multiplatform visual potential of Cloudstreet was evident. Like My Place, the 
story depicts a nostalgic view of post-war Australian culture and life that enabled a 
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full artistic scope for the director and visual designers. Working with Showtime and 
Screentime, I began planning a content-rich website for teachers that would be an 
engaging and inspiring learning website for students. Somekh and Schwandt (2007: 7) 
assert that a goal of educators is to ‘make education more personally fulfilling for 
students, to nurture creativity, develop their cognitive abilities, and give them purpose 
and autonomy’. Their view affirmed my intention of developing creative media for 
Cloudstreet that would give students a sense of personal engagement with the story 
and characters. Showtime recognised the educational value of Cloudstreet and 
directed its marketing department to develop an education production campaign 
utilising the production’s evocative imagery, audio and soundscape.  
 
The opportunity to be involved in the cloudstreet production came at a time when I 
was considering undertaking this research. The producers contacted me to discuss the 
project’s education resource potential. The production was financially funded by 
Showtime Australia and would make use of the in-house creative resources of the 
network. After some discussion and investigation of the curriculum it became 
apparent that my involvement in producing cloudstreet Classroom would provide 
valuable insight of creative scope and parameters for this research. 
 
As education consultant I was engaged to create the online cloudstreet Classroom 
education product. The brief was to create an online classroom learning resource for 
teachers and students based on the Australian Curriculum (English and The Arts) that 
supported the cross curricula general capabilities outcomes of thinking skills and 
creativity. The resource would promote Cloudstreet as a novel, benchmark Australian 
television series and educational resource. Drawing on my background as an English 
teacher, it was evident to me the potential multiplatform resource Tim Winton’s 
cloudstreet and cloudstreet Classroom could develop digital literacy and critical 
inquiry in students. Aside from the ongoing General Capabilities (ACARA 6.6) 
development of literacy, the Australian English Curriculum specifies two explicit 
capabilities for teaching focus; thinking skills and creativity. An aim of my work was 
to create interactive features for cloudstreet Classroom that would be valuable for 
teachers to nurture thinking skills and creativity in their students. Literature on media 
education finds online resources have potential to elicit learning. For example, 
Alvermann (2002: 152) states that digital tools have the ability to foster inquiry-based 
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learning in adolescents. The Tim Winton’s cloudstreet and cloudstreet Classroom 
project, with their focus on Australian History, culture and family life, presented an 
opportunity to create an asset where the learner could derive both personal meaning 
and digital literacy skills.  
 
The following list outlines my cloudstreet Classroom role as agreed with Showtime. 
1. Planning:  
a) Investigating the English and The Arts curricula to specifically identify 
how cloudstreet Classroom could contribute to learning outcomes for 
students of Years 11-12 English and Years 11-12 The Arts;  
b) Familiarising myself with the production by reading the script and 
production notes to gain the creative insight for envisaging and shaping the 
online resource;  
c) Collaborating with cloudstreet’s producers, marketing executive and 
publicity manager to devise and plan the cloudstreet Classroom product, 
creative process and the promotional campaign; and 
d) Conceiving a ‘wish-list’ of potential cloudstreet Classroom education 
media assets appropriate to Years 11-12 English and Years 11-12 The Arts 
for Showtime management’s consideration and production approval.  
 
2. Production: 
a) Investigating and assessing for appropriate educational interest, learning 
level and curriculum relevance all Behind the Scenes production material 
for inclusion in cloudstreet Classroom; 
b) Developing and creating approved cloudstreet Classroom ‘wish-list’ 
education media assets with the web design company Lamrock. Including, 
interviews and interactive learning tools such as sound mixing, scene and 
script excerpts, graphic design poster; 
c) Researching and writing Teacher Notes for teachers of Years 11-12 
Australian Curriculum: English and Years 11-12 The Shape of the 
Australian Curriculum: The Arts in the course scope of Media Arts 
providing production background information, synopses, director statements 
and curriculum ‘pointers’ to inform teachers about curriculum outcomes that 
may be achieved through the cloudstreet Classroom learning resources; 
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d) Researching and writing Student Activity Sheets pertaining to curriculum 
outcomes for teachers of Years 11-12 English and Years 11-12 The Arts; and  
e) Designing - according to cloudstreet branding, look and feel - the 
downloadable Teacher Notes and Student Activity Sheets.  
 
3. Promotion: 
a) Supporting Showtime marketing and publicity in promoting cloudstreet 
Classroom to teachers and students of Years 11-12 English and Years 11-
12 The Arts; 
b) Generating a list of teacher professional development conferences and 
events suitable for promoting cloudstreet Classroom;  
c) Representing Showtime and promoting cloudstreet as a television series and 
classroom resource directly to teachers via presentations and workshops at 
state and/or national teacher association annual conference events; 
d) Co-ordinating Tim Winton’s cloudstreet cinema screenings and cloudstreet 
Classroom teacher information evenings in Brisbane, Sydney, Melbourne, 
Adelaide and Perth; 
e) Managing education press articles - Metro Screen and Screen Education; and  
f) Entering cloudstreet Classroom in appropriate television industry awards. 
 
Planning, production and promotion were common exercises across all four case 
studies. However, the creative process in each case study was different in that it was 
governed by its own inherent objectives, timeframe and budget. 
 
Stage 1: Planning 
In the first instance I created for Showtime a vision and scoping document to present 
an overview of potential pitch and positioning of a cloudstreet education multimedia 
and marketing approach to open planning discussions.  
Click to view: Cloudstreet _Education_Vision_Scoping.pdf 
 
The curriculum was the guiding parameter of the cloudstreet Classroom learning 
resource production. My work on this case study began with my investigation into 
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state-based curricula which confirmed that in 2011 Cloudstreet was a recommended 
senior secondary English literature text in three states (WA, SA and NSW) and a 
preferred text in other states. However, in 2009, the Australian Curriculum, 
Assessment and Reporting Authority (ACARA) released The Shape Of The English 
Curriculum and at the time of my investigation this important national document was 
emerging and being adopted across the country. The shift from state to national 
curriculum and the inclusion of the Role of Digital Technologies as a consideration 
for teachers had significant implications for education resource production. At last, 
the complex exercise of curriculum matching state by state was simplified by a single 
national curriculum. In the case of Cloudstreet, I needed to investigate the Australian 
Curriculum: English (ACARA 2009).  
 
The release of The Shape of the Australian Curriculum: The Arts was not as timely as 
it was not released until August 2011, three months after the premiere of Tim 
Winton’s cloudstreet. The visually rich television production is a nostalgic depiction 
of mid-twentieth century working life in Australia.  With the extent to which 
Screentime was developing the sets and wardrobe, I understood this production had 
significant value in taking media and arts students Behind The Scenes to learn how 
and why artistic decisions are made on a film set. I had begun to collate assets such as 
storyboards, set plans, make-up and wardrobe designs, all of which could be 
beneficial for Media Arts students. Research into the yet to be released The Arts 
curriculum revealed a multiplatform cloudstreet education resource for Years 11 and 
12 students would ‘develop their knowledge of media and culture to communicate 
stories imaginatively through media design, production and analysis in increasingly 
sophisticated ways’ (Australian Curriculum and Assessment Reporting Authority, 
2011b: 13, 46). After considerable deliberation about the timing of the release of The 
Arts curriculum I decided to investigate state based Arts curricula to inform myself 
how media arts was being taught in schools. I noted the Victorian Certificate of 
Education (VCE) included Media Studies for students in Years 11 and 12, and so 
concentrated my curriculum investigations around its specifications. In a decision to 
attract teachers and students to cloudstreet Classroom, instead of grappling with a 
broadly defined and not yet officially released The Arts curriculum, I recommended 
to Showtime that, alongside English, the other subject area on should be Media Arts. 
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The fact that, in Year 10, the national English curriculum includes Media Studies 
consolidated the decision.  
 
Further investigation revealed the English curriculum encourages the use of digital 
technology in the classroom. ‘Clearly, digital and online materials present the English 
curriculum with new teaching opportunities. Enhancing the access of all teachers and 
students to these resources is critical.’ (ACARA 2009: 15, 6.4). The English 
curriculum acknowledges digital technologies as accepted modes of information 
delivery. ‘In the 21st century, the definition of literacy has expanded to refer to a 
flexible, sustainable mastery of a set of capabilities in the use and production of 
traditional texts and new communication technologies using spoken language, print 
and multimedia ’ (ACARA 2009: 6, 4.6).  
 
Research identified that cloudstreet Classroom’s online delivery mode did relate to 
the English curriculum and The Arts curriculum had five key concepts integral to 
media studies. The first is that students develop their knowledge and understanding of 
‘media languages used to tell stories’ (ACARA 2011: 12, 46) and as such I 
established cloudstreet Classroom would have application in The Arts. Although this 
was an early stage in the creative process, my knowledge of the narrative structure of 
Tim Winton’s cloudstreet informed me that potential existed for creating resources to 
assist teachers and students to develop understanding in narrative voice, structure and 
storytelling within the concept of media languages. From the Role of Digital 
Technology I understood that in English and The Arts, media languages are a 
consideration for the teacher. cloudstreet Classroom enabled the opportunity to 
feature several modes of media languages, including visual extracts from the series, 
interviews, online text (scripts), graphics, atmospheric sounds, soundscapes, images, 
artwork and graphics. 
 
In naming the subject areas on the site, I reflected that it would be a binding factor to 
refer to Cloudstreet the novel and its educational value as a work of literature. With 
literature as a strand in the English curriculum, I proposed to Showtime’s executive 
producer and marketing team that naming the English section of the site English 
Literature would make it easily recognisable by teachers and also add value to the 
learning resources by focusing on a specific aspect of the curriculum. The Australian 
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Curriculum: English specifies that, for students in Year 11 and 12, ‘literature helps 
shape personal, cultural and national identities’ (Australian Curriculum and 
Assessment Reporting Authority, 2009a: 8,5.3.2). I decided that incorporating the 
word literature into the learning resource subject name would validate it and help 
teachers quickly identify the name. In the negotiation process for the site naming, 
cloudstreet’s executive producer agreed with the titles as they reflected the nature of 
the production. That is, literature as an adaptation of the Cloudstreet novel, and 
Media Studies as an encompassing term reflecting the production’s creative aspects. 
Hence from English and The Arts curricula, Showtime agreed to my naming 
recommendations and we created two learning resource categories – English 
Literature and Media Studies. At this juncture I was able to confirm the educational 
relevance of Cloudstreet the novel to the satisfaction of Showtime. With curricula 
relevancies established, Showtime committed to producing multimedia assets as an 
online resource for the Australian Curriculum: English and The Arts.  
 
The production stakeholders, network Showtime Australia and production company 
Screentime, met with me on several occasions to ensure the creative design of the 
television series was represented through branding and style in the education website. 
The objective was to align the website production aspects of housing the site, design, 
aesthetics and function. Showtime asked me to formulate a ‘wish-list’ of multimedia 
production concepts and ideas without consideration of budget that could be 
potentially created on the cloudstreet Classroom site. Based on my media knowledge 
and teaching experience, I constructed the wish-list of media and interactive resources 
that would provide a variety of learning opportunities to be used comprehensively or 
selectively according to teacher and student needs. It transpired, after determining 
construction costings with Lamrock, that every item on the wish-list was created.  
 
Click to view Cloudstreet _Education_Multimedia_Wish_List.pdf 
 
 
Marketing and publicity objectives were fundamental imperatives to the production of 
the education resource. The management of the cloudstreet education website 
resource production was incorporated into the Marketing Department of the 
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Showtime network, whose sole aim was to attract and build audiences and thereby 
increase Pay TV platform subscriptions. FOXTEL and Showtime collaborated to 
cross-promote Tim Winton’s cloudstreet on various FOXTEL channels in the lead up 
to the premiere. Although I was aware of this drive, my role did not extend to 
commercial strategies and so I was not involved. 
 
Planning and budget were allocated in pre-production of the mini-series to collating 
Behind The Scenes material. This material enabled me to configure multimedia assets 
that represented the visually rich on-air series with interactive features such as the 
capability for teachers and students to watch an excerpt from the series while scrolling 
through the relating script sequence or see how the series’ special effects were created 
by using the online interactive sound mixer. These interactive elements are samples of 
the interactive media assets that were suggested by me, approved by Showtime and 
then created especially for the website. These assets are described in detail and can be 
accessed (e-version only) in Table 4.1 below. With Showtime’s approval to proceed, 
the production planning commenced.  
 
The first step was to identify, detail and collate all available material for Lamrock, the 
website company engaged by Showtime to build the main website, then shape the 
structure and navigational paths of the cloudstreet Classroom microsite. When the 
asset list was compiled it was a finite indication of the material at hand available to 
create the Media Studies section of the site. The asset list reflects the production 
departments that that were able to contribute material for cloudstreet Classroom 
multimedia. Departments such as lighting were not included because they did not 
have appropriate pre-production planning documents that would be valuable learning 
tools for students. Production assets were categorised into production areas of: 
• Key Art; 
• Make Up; 
• Script Excerpts; 
• Set Design; 
• Shoot Schedule and Crew Management; 
• Stills; and 
• Storyboard. 
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Click to view Asset_List_Sheet_1.pdf 
 
 
Access to the extensive Behind The Scenes material furthered the education resource 
possibility and made it applicable to Media Arts, since the Australian Arts Curriculum 
aims for students to ‘develop knowledge, understanding and skills in the creative use 
of communications technologies and digital materials to tell stories and explore 
concepts for diverse purposes and audiences’ (ACARA 2011: 12). With the 
production of the television mini-series and cloudstreet Classroom website, a 
comprehensive multimodal opportunity was created for senior secondary students 
studying Cloudstreet that encompassed the novel, television series, online resources 
and downloadable, printable material. The Arts curriculum states that diverse contexts 
‘are important sources of information, entertainment, persuasion and education and 
are significant cultural industries’ (ACARA 2011: 12). With reference to the 
curriculum I was able to be specific about the cloudstreet material that could be 
created that would help students appreciate the value of entertainment. For students 
studying Media Studies or Media Arts, cloudstreet Classroom contains a variety of 
digital materials to assist students in understanding how stories and narrative can be 
visually represented including first-hand information and diagrams about the 
director’s storyboards, set design, wardrobe and soundscape.  
 
With curriculum relevance established, a significant objective of the production was 
the promotion of the resource to teachers and students. At the request of Showtime, I 
devised a marketing campaign strategy that would promote cloudstreet Classroom to 
teachers. The planned campaign for Showtime included direct e-mail eDM (event 
direct marketing), teacher conference participation, merchandise for classrooms, 
education magazine articles and cover pages, and special event cinema screenings for 
teachers in four state capital cities. A strategy and timeline was devised to maximise 
education sector contact and awareness of the televised premiere date, as well as 
supporting online classroom resource. 
Click to view Cloudstreet_Education_Marketing_Strategy.pdf 
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Stage 2: Production 
Naming the education site was a decisive factor in the production, as it needed to 
‘stand alone’ as a product and yet still appear to be a part of the Tim Winton’s 
cloudstreet brand. An early scene in the mini-series set in a classroom provided the 
inspiration for the name ‘cloudstreet Classroom’ and for Showtime marketing was a 
name that worked on many levels. It emphasised the title and embodied the tone of 
the mini-series, yet set itself apart as a separate but connected Cloudstreet product. 
Access to the cloudstreet Classroom site was decided in the early design stage to be 
via a Classroom tab on the website home page. Other tabs on the home page, 
‘synopsis, Director’s Statement, Adapting Cloudstreet, Video, Behind The Scenes and 
Schedule’ provided access to general production information. Image 4.1 illustrates 
how cloudstreet Classroom could be accessed from the production’s website home 
page. 
 
Image 4.1 Tim Winton’s cloudstreet website main landing page depicting 
Classroom tab 
 
 
In keeping with their brief, Lamrock acknowledged that teachers and students should 
be able to access information quickly and navigate the learning resources on the site 
with ease. Therefore, I categorised the content and created a simple wireframe to 
communicate my thoughts to Lamrock.  
Click here to view Education_Site_Wireframe_Content_Categories 
 
Devising a structure plan of cloudstreet Classroom for Lamrock, I included a list of 
the production assets (as listed above) categorised into the two curriculum areas of 
English and The Arts.  
Click here to view Education_Site_Structure  
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Succinct text on the home page provides a welcome, an overview, guidance on how to 
use the site and critically links through to the Australian English and The Arts 
curricula, as the only external directing links on the entire website. These links take 
the teacher or student to the Australian Curriculum Assessment and Reporting 
Authority–ACARA, Australian Curriculum: English and Australian Curriculum: The 
Arts. The reasoning for adding these links was to encourage the teacher to understand 
the producers of cloudstreet Classroom have aligned the resource to curriculum, and 
to provide teachers who may wish to refer to learning objectives, general capabilities 
and outcomes and a quick accessible path directly to the curriculum. From the 
education landing page teachers and students select their subject area or Behind The 
Scenes. The design intent to keep the browser engaged reflects the cloudstreet look 
and feel, as illustrated in Image 4.2. 
 
Image 4.2 Subject Area Buttons on Classroom microsite landing page 
 
 
The landing page informs teachers of English Literature that Teacher Notes and 
Student Activities are available in Parts 1, 2 and 3 as per the television series to allow 
for learning to occur episode by episode. All three English Teachers Notes are laid out 
in the same format: to provide teachers with consistency; to inform teachers about the 
production process; and to highlight ‘issues’ in the Cloudstreet story and era. In 
English, the Teacher Notes provide information to inform the teacher about 
production information and curriculum application including: 
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• Series synopsis; 
• Episode synopsis; 
• Introduction (to the episode); 
• Themes (relating to curriculum topics); 
• Considerations (suggested cloudstreet topics for classroom discussion); and 
• Ideas (suggested concepts for classroom focus). 
 
I designed the Student Activity sheets to provide teachers with exercises for students 
that would develop their understanding and appreciation of cloudstreet as a novel, 
television production and website. The exercises contained in the sheets pertain to 
learning outcomes in the curriculum. Relating the exercises to curriculum outcomes, 
such as in English, understanding how text can be represented visually, was created 
intentionally to provide a convenient curriculum relevant resource for teachers and a 
meaningful learning exercise for students. The English Activity Sheet for example 
contains subheadings drawn directly from the curriculum. The English Literature 
Student Activities includes subheadings: 
• Synopsis; 
• Language, Texts and Contexts; 
• Representation; 
• Making Connections; and 
• Perspectives. 
 
The Media Studies section is structured to represent the three production phases of 
pre-production, production and post-production. These phases reflect the television 
production stages and provide teachers and students with conveniently organised 
learning sections. Selecting and clicking on a subject displays downloadable options–
the Australian English Curriculum, Curriculum Pointers, Teacher Notes and Student 
Activities. I worked with Showtime’s marketing manager, the show’s publicist and 
the Lamrock web creators to design these documents to reflect production branding, 
production design, look and feel while incorporating effective formatting for learning. 
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Image 4.3 Downloadable documents for English and Media Studies 
         
 
The English Teacher Notes and Student Activities demonstrate how the resource was 
shaped to match the three parts of the televised series. In 2011, when cloudstreet 
Classroom was being created, interactive online learning software was still emerging 
and the Digital Education Revolution (now ceased) had commenced its objective to 
equip all secondary students with their own learning device. At this time, teachers 
were familiar with downloading Study Guides such as ATOM Study Guides. I 
decided that although it was an objective for cloudstreet Classroom to be interactive 
and innovative, it would be beneficial for the site to present the Teacher Notes and 
Student Activity sheets in a downloadable format that could be printed and distributed 
to students. The transition from hard copy paper resources to online digital resources 
is a trend in 21st century classroom. However, the speed and rate of transition can be 
influenced by factors such as school culture (Howard 2013: i) and risk-aversion by 
individual teachers (Howard 2013: ii). In case study 2, Go Back To Where You Came 
From, my reflections on this form of delivery made me reconsider the cloudstreet 
Classroom decision to only include downloadable sheets. I recommended to SBS that 
the Teacher Notes and Student Task be available both online and in downloadable 
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formats. To elicit a visual engagement with cloudstreet in teachers and students, I 
decided to use key evocative images pertaining to each episode part of the series as 
live hyperlinked ‘buttons’ for clicking and providing access to the different parts and 
their relating English Teacher Notes and Student Activities as seen in Image 4.4. 
 
Image 4.4 On the site, hyperlinked images provide access to English Teacher 
Notes and Student Activities for each episode Parts 1, 2 and 3 
 
 
The Electronic Press Kit (EPK) researched and written by Catherine Lavelle Public 
Relations (CLPR) was a valuable resource for my creation of cloudstreet Classroom 
as it set the cloudstreet context and tone that stylistically directed my writing of the 
Teacher Notes and Student Activity sheets. Using curriculum terms ‘Themes, Ideas 
and Considerations’ as section subheadings, I matched learning outcomes specified in 
the English curriculum to the content and issues addressed in the story. For example, 
the Australian English curriculum claims students should, ‘appreciate and enjoy 
language and develop a sense of its richness and its power to evoke feelings, form and 
convey ideas, persuade, entertain and argue’ (ACARA 2009: 5, 3.1). In the English 
Teacher Notes, Part One, I matched this aim with a suggested theme for study ‘Luck 
and the many layers of fortune and misfortune in Tim Winton’s world of 
Cloudstreet.’  
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Click to view Tim_Wintons_cloudstreet_Part One_Teacher_Notes_English.pdf 
 
To validate the teacher resources I designed the content structure of the Student 
Activities to align with the English curriculum and general capabilities outcomes, 
thereby providing teachers with learning tasks for their students, that when completed 
by their students, would inform teachers how much knowledge and understanding of 
cloudstreet each student was developing. The synopsis at the start of the Student 
Activity Sheet provides students with a story précis of each episode so as to remind 
students of the content if they had watched the series or to inform students if they had 
not yet watched the series. The twelve questions in the Student Activities sheets were 
written in sections, with curriculum related terminology subheadings for the English 
learning strands of language, literature and literacy. This categorisation facilitates the 
ability of teachers to easily access and recognise the curriculum application.  
 
In Media Arts (The Arts curriculum), the extensive production assets enabled a 
learning experience of the cloudstreet world where students could learn about the 
various aspects of television and media production. Interactive, practical and 
theoretical activities were structured around the three phases of filmmaking. With 
young people’s developing adeptness with online features, I designed the inclusion of 
interactive features, such as the sound mixing feature in the Soundscape micro-site, to 
enliven the site and to provide a balance between theory and practical online learning 
resources. As in accessing the English section via images, for the Media Studies 
section I selected three images to represent the different production phases. As seen in 
Image 4.5, pre-production, production and post-production.  
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Image 4.5 Hyperlinked images on the site that click through to the required 
Media Studies Teacher Notes and Student Activities 
 
 
A downloadable summary called ‘curriculum pointers’ for each subject area was 
created to inform teachers of Cloudsteet’s specific curriculum application. The 
curriculum pointers provide a short, bullet pointed list for teachers for expedient 
reference to the curriculum if required. The curriculum pointers were derived from the 
two relevant curricula and produced as an accessible quick curriculum reference guide.  
Click to view English_Curriculum_and_Cloudstreet.pdf 
 
 
An important feature of the Teacher Notes and Student Activities is that all sheets are 
hyperlinked to features in the Behind the Scenes section. This function allows the 
reader to ‘stay’ on the sheet but move back and forth to the reference, without leaving 
the sheet and becoming disorientated or frustrated. The live hyperlinking was 
included as a way of depicting the Teachers Notes and Student Activity Sheets in a 
more dynamic fashion. If teachers or students wished to download the sheets and not 
print for example, the hyperlinks gave them the option to view them online in a more 
interactive way. I recommended this facility to demonstrate cloudstreet Classroom as 
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a current and innovative resource than a simply ‘download and print’ study guide. 
The sample below demonstrates this function. 
Click to view Tim_Wintons_cloudstreet_Part One_Student_Activities_English.pdf 
 
 
Entering the Behind The Scenes section teachers and students are presented with the 
extent and entirety of the production assets. Here they can browse and select videos, 
interviews, script excerpts, images, graphics production material and interactive 
learning tools created especially for cloudstreet Classroom including:  
 
Image 4.6 Screen grab showing the list of resource activities for teacher ease  
 
 
The page is designed for easy access. Each ‘button’ is a type of headline that when 
clicked exposes further resources. For the Behind The Scenes section, my wish list 
contained an aim for key production members to be interviewed, with specific 
questions relating to studies of cloudstreet in English and The Arts, so as to inform 
and engage teachers and students with the motivation and creative intent of the 
production. These interviews were conducted on set and edited with my guidance to 
keep the interview succinct and informative. The interviews are featured in the Behind 
The Scenes micro-sites.  
Click to view cloudstreet_Education_Interview_Questions_Director.pdf 
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Behind the Scenes generic footage was shot on set. I suggested that this footage could 
be edited into videos that would be useful for the teacher to arouse student interest 
and engage them empathetically with the story and its characters. I recommended 
varying video durations to allow for teachers to select the length appropriate to their 
needs. I also recommended three further videos to provide students with information 
for more in-depth studies of characters. These videos could be applied to English as 
representational or persuasive text, or applied to Media Studies where students might 
be studying how to develop a character for a story. These six key videos are accessed 
by live image hyperlinks, as seen in Image 4.7, and are displayed at the top of the 
Behind The Scenes page:  
 
Image 4.7 Behind The Scenes videos of varying length (5, 10 and 25 min) and 
videos produced for both teachers and students to enhance learning opportunity 
 
Click any of the above thumbnails to play the video. 
 
Below these videos, the page displays nine aspects of film production that have 
applicability in English and Media Studies. These aspects are reflected in the Teacher 
Notes, Student Activity Sheets information and interactive components pertaining to 
each subject area.  
 
Based on the ATOM award winning Matchbox Pictures production of the online My 
Place learning resource website, I made an objective in my work on cloudstreet 
Classroom to create and produce a resource that contained sufficient varied content to 
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allow for students to personalise their learning. Due to its popularity and award 
winning status, My Place was an informing multimedia production for this case study 
as, being a period drama like Tim Winton’s cloudstreet, My Place provides teachers 
and students with diverse content that can be used selectively or comprehensively in 
class situations or for independent individual learning. Somekh’s (2007: 61) reports 
on her pedagogy and learning with ICT research that giving pupils a choice of 
resources ‘rather than pre-specifying the resources they should use’ created ‘more 
productive knowledge-building.’ Table 4.1 below illustrates the extent and variation 
of content on cloudstreet Classroom. 
 
Table 4.1 cloudstreet Classroom’s Behind The Scenes micro-sites and learning tools 
Click any of the below thumbnails to view the microsite 
Title Learning Tool Description Webpage Tool Button 
 
From Script 
To Screen 
 
Students gain insight into the 
conceptual stage of taking the novel to 
the screen including: 
 
• Writer Tim Winton discussing 
taking the story from ‘Novel To 
Script’ 
• Writer Tim Winton interview 
about the realisation of the story 
• Three interactive script and 
scene features whereby students 
can watch a scene from mini-
series while following the 
matching script excerpt. 
 
 
 
Creating The 
cloudstreet 
World 
 
This micro-site features two interviews 
with the key creators of the cloudstreet 
‘world.’  
 
• Writer Tim Winton discussing 
taking the story from ‘Novel To 
Script’ 
• Director Matthew Saville shares 
the challenges in bringing to the 
screen the iconic drama of Tim 
Winton’s novel. 
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Set Design 
 
 
In this microsite teachers and students 
can: 
  
• Watch an interview with Set 
Designer Herbert Pinter where 
he shares his inspirations and 
plans for building the 
cloudstreet house and 
neighbourhood 
• See a an early visionary sketch 
by series Director Matthew 
Saville 
• View thumbnails (and enlarge) 
Herbert Pinter’s preliminary 
sketches of the cloudstreet set. 
 
 
 
 
Directing the 
Shoot 
 
 
In this microsite students learn about 
the vital need for communication 
strategies and the different forms it can 
take in a production. Directing the 
Shoot pages includes: 
 
• Interview about the production 
• On Set call sheets and shooting 
schedule samples 
• A selection of Director Matthew 
Saville’s storyboard. 
 
  
 
Wardrobe 
and Makeup 
 
 
 
 
Students learn the integral contribution 
of wardrobe and makeup make to a 
period drama and the extent it 
contributes to the production success. It 
includes: 
• Interview with Costume 
Designer Terri Lamera 
• Costume examples 
• Fabric aging techniques 
• Makeup and styling of key 
characters 
• Notes from the makeup 
department. 
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Magic 
Realism 
 
 
The post-production visual effects 
(VFX) team describes and illustrates. 
This is done in three videos for teachers 
and students to show the computer 
generated imagery (CGI) techniques 
used in the miniseries to depict the 
‘otherworldliness’ of some cloudstreet 
important scenes.     
 
Soundscape 
 
 
Students gain an understanding of the 
intricate and delicate art and technique 
involved in designing and creating the 
soundscape of cloudstreet. The 
microsite sound elements consist of: 
• Creating The Sound interview 
with Sound Designer Emma 
Bortignon 
• A variety of ambient sounds to 
hear and understand 
• An Interactive Soundscape 
feature where students can mix 
sounds of a scene. 
 
  
 
Creating the 
Music 
 
 
Interviews engage the audience through 
the ‘highly emotional score’ as an 
integral part of the overall design of the 
audience’s experience. Interviews 
include: 
• Creating The Music 
• cloudstreet Theme. 
    
 
Graphic 
Artwork 
 
 
This microsite develops an appreciation 
of the extension artwork can provide a 
production.  Students are challenged 
through an interactive feature ‘Create a 
cloudstreet Poster’ to combine the 
whimsy of cloudstreet world with the 
drama of the story. This facility is 
useful for teachers and students 
studying Media Studies (Media Arts) as 
it addresses how graphic artwork 
imagery can represent text and 
communicate to an audience.     
Click any of the above thumbnails to view the microsite. 
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As for most educational resources, the challenge in producing cloudstreet Classroom 
was to appeal to both teacher and student. By designing the aesthetic style of 
cloudstreet Classroom to embody the televised series look and feel, and providing 
sufficient diverse material for the user to ‘self-guide’ through the browsing and 
learning experience, the challenge to appeal to both teacher and student was addressed 
by enabling the user to self-direct to their own needs. The self-directed experience 
allows the user to be selective, and to elicit the information and features they 
personally want. Rather than explicitly prescribed lesson plans, the Teaching Notes 
are not prescriptive, nor do they adopt a pedagogical method. They are designed to 
complement what the teacher already has at hand–the novel and the mini-series. The 
Student Activities, while written for student use, are effective in assisting the teacher 
as a means of measuring student progress and understanding of Cloudstreet literature. 
Without exception, by the end of the production phase, Showtime provided the funds 
and facilities required to develop and produce all listed items on my original wish list. 
 
Stage 3: Promotion 
The Showtime marketing team objective was to secure new audiences, as well as a 
high on-air rating performance for the premiere screening including the education 
sector. Providing the education sector with useful, curriculum relevant material was a 
means by which Showtime anticipated it could extend the rating life of the series 
through repeat screenings in the months following the premiere. Promoting directly to 
English and The Arts teachers was a key objective. However, accessing teachers at 
professional events and through existing databases presented limitations. Firstly, 
timing of the premiering broadcast did not align with annual teacher association 
conferences. Therefore, promotion at these events after the broadcast was not 
promotionally viable. As a result, I recommended to Showtime that Teacher 
Screenings in major city cinemas could potentially attract teachers and promote the 
program’s cloudstreet Classroom. Secondly, security and privacy issues hampered 
gaining access to teacher association email databases for promotional purposes. This 
obstacle was overcome by engaging the limited database email broadcast services of 
ATOM. With these circumstances hindering the promotion of cloudstreet Classroom 
was somewhat compromised. The remaining significant opportunity to make teachers 
aware of cloudstreet Classroom was to merge the promotion of the education 
materials with the general show promotions campaign.  
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The publicity and marketing campaign in the lead up to premiere was extensive. The 
mini-series was advertised nationwide from magazine covers and articles to bus-stop 
shelters and freeway billboards. I devised, with the expert publicity guidance of 
CLPR and Showtime Marketing, a strategically timed campaign to make use of and 
‘piggy-back’ the wider general market campaign. However, marketing to the 
education sector was a more directed campaign and included: 
 
• Pre-premiere teacher only cinema screenings in Queensland, New South 
Wales; Victoria, South Australia and Western Australia followed by a 
presentation of the online resource on the cinema screen; 
• A special teacher only Q+A event with Producer Greg Haddrick and Director 
Matthew Saville in Melbourne; 
• Teacher workshops at several English and Arts Annual Teacher conferences. 
This also provided the opportunity to have short form mentions and texts 
(such as paragraphs) included in the conference programs;  
• Merchandise for schools such as classroom posters and bookmark postcards; 
and 
• Education magazines Screen Education and Metro articles;  
Click to view Screen_Education _cloudstreet_essay.pdf 
 
• Metro magazine cover page; and 
Click to view Metro_Cover .pdf 
 
• A series of strategically timed eDMs (event driven marketing) via the ATOM 
database of approximately 40,000 educators. 
 
In the week prior to its premiere, a Tim Winton’s Cloudstreet professional 
development event was presented to teachers in Brisbane, Sydney, Melbourne, 
Adelaide and Perth. Teachers were invited to a cinema for a screening of episode 
1 and an introduction workshop to the cloudstreet Classroom online resources. 
More than 1200 teachers attended. In each city, all tickets were ‘sold-out’ (the 
event was free of charge for teachers) in a matter of hours. At the events just over 
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700 teachers registered on the cloudstreet Classroom website to receive on-going 
news and information about the multimedia production. Below is an example of 
an eDM sent to Australian educators and teachers where the image, artwork and 
font intentionally display the same televised miniseries cloudstreet look and feel. 
 
Image 4.8 eDM sent to educators via the ATOM database, Austar database and 
Foxtel subscribed schools database 
 
 
Overall, the cloudstreet Classroom production was well regarded by the education 
sector and screen industry. The website resource prolongs the life of an otherwise 
relatively short screen lifespan. Emails from teachers in the subsequent months after 
premiere and website launch indicate that the marketing objective of new audiences 
had been achieved. Sales of DVDs to schools, which continue, have increased 
commercial return. The marketing and publicity campaign successfully encouraged 
teachers to register for regular e-bulletins about the production and classroom 
resources. Below is a sample of a teacher response to the cloudstreet Classroom 
resources:  
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I find that the Teacher’s Notes and Students’ Activities sheets are very 
helpful and the one on detailed character descriptions, replete with 
photographs very interesting. Some of the script excerpts will be utilized.  
John Terry 
Teacher 
QLD Secondary School 
 
Tim Winton’s cloudstreet publicist Catherine Lavelle (CLPR 2014) summarises the 
positive outcome for Screentime’s producers in creating cloudstreet Classroom.  
The re-purposing of on-air content to an online format for the education 
market gives a number of benefits in the short and long term.  In the short 
term there is an additional promotional stream for the program or film to 
the education market including teachers and students which highlights the 
educational benefit of the production.  In the long term the existence of 
educational materials maintains the relevance of the production long past 
its premiere or transmission date.  
 
The success of the learning resource is largely attributed to Showtime’s and 
Screentime’s early recognition of the educational potential of the screen adaptation of 
Tim Winton’s novel. Allocating time and budget for the development and creation of 
cloudstreet Classroom from the onset of the television and website production 
realised the project’s potential to attract royalty revenue from the copyright 
organisation Screenrights. Planning in pre-production stage allowed for extensive 
resources to be produced and collated for cloudstreet Classroom as they were being 
created for the on-air series. This timing provided the advantage to work with the 
entire project’s executive production and creative personnel, on-set designers and 
crew and the post-production team. The cloudstreet Classroom learning resource was 
applauded both in international education awards and Australian television industry 
awards. It was highly commended at the International MEDEA Awards 2011 and was 
recognised as a component of Showtime’s marketing and publicity campaigns 
achieving two ASTRA Awards–Most Outstanding Off-Air Program Promotion and 
Most Outstanding PR Communications Campaign.   
 
As the first professional practice case study in this research, the insight, knowledge 
and experience gained on the cloudstreet Classroom multiplatform production 
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informed me for the subsequent case studies. It enabled me to learn the value of short 
form clips; how to conceive; design and develop interactive assets; and how to 
maintain the branding look and feel across all platforms.  
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CASE STUDY 2 
Go Back To Where You Came From 
 
As the cloudstreet Classroom project was coming to its end, I could see value in 
undertaking a documentary project for this research that would provide insight and 
knowledge about creating factual content for teachers and students. With cloudstreet 
Classroom being a fictional period-drama, it was timely that I was contacted by SBS 
to discuss a forthcoming contemporary current affairs style production. Being able to 
apply reflective methodology to the cloudstreet Classroom creative process to this 
project would be informative for this research. I was able to contribute to Go Back 
Schools insight into the production of short form clips and interactive elements that 
could provide personal learning experiences. I was also able to advise SBS on 
potential challenges and limitations such as internet speed facing teachers that might 
hinder the use of the Go Back Schools’ simulated game.  
 
Series 1 
The SBS Television series Go Back To Where You Came From, produced by Cordell 
Jigsaw, is a three part documentary series with a final discussion forum as a fourth 
episode. The series takes six ‘ordinary’ Australians on the journey many refugee and 
asylum seekers embark on when coming to Australia, in reverse, to inform them and 
develop their empathy for the refugee plight. The six Australians travel by the same 
means and experience the same challenges refugees might face when fleeing their 
homeland. Series 1 achieved market success (as seen below), so SBS commissioned 
Cordell Jigsaw to produce a second series with six well-known high-profile 
Australians to encourage public discourse on the topic. The series has won several 
Australian and international awards including:  
• Rose d’Or Award (the first time an Australian production has won the award);  
• Rose d’Or–Best Factual Entertainment; and 
• 2012 Logie for Most Outstanding Factual Program.  
 
Go Back Series 1 was broadcast in June 2011 on four consecutive nights during 
Refugee Week. In my interview for this research, John Godfrey, SBS Head of 
Documentary, explains ‘as a public service broadcaster it is important to contribute to 
creating national discussions around key issues close to our charter, and re-purposing 
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on air contact for the education market is an important part of this.’ Its innovative 
documentary style was intended to draw audiences beyond SBS’s traditional 
demographic, especially the education sector. Goal 2 in SBS’s 2011 Annual Report 
outlines its corporate goals as a public broadcaster to ‘grow audiences.’ Go Back was 
regarded by the network as highly successful in achieving this goal and with a 
multiplatform production fulfilled the network’s intentions to ‘challenge preconceived 
notions about refugees and asylum seekers.’ In fact the Annual Report SBS claims, 
that on all platforms, Go Back exceeded expectations in the following ways: 
• A million people tuned in to watch the broadcast on television; 
• It was SBS’s most watched program of the year at the time it went to air; 
• #GobackSBS trended number one worldwide on Twitter; 
• 221 000 unique browsers (UBs) visited the site across June; 
• 310 000 online videos were viewed; and 
• The website education pages on Go Back Schools received 15 000 hits in 
the three days during the televised broadcast. 
  
Before production commenced on Go Back Schools, it was anticipated that the 
multimedia component of the project would be well received by teachers and 
students, due to the controversy, and the political and public debate on the issue. 
Through SBS’s Outreach department initiative, I was engaged as education media 
consultant while the series was in pre-production to develop Go Back resources for 
schools with reference to Australian curricula and addressed general capability 
outcomes such as ethical behaviour and intercultural understanding. The opportunity 
to be involved in creating Go Back Schools gave me the opportunity to build on the 
experience of cloudstreet Classroom. Reflecting on cloudstreet Classroom, I 
understood that my involvement from the onset of the television production allowed 
for strategic in-depth planning. In the case of Go Back this was not possible as SBS 
invited me to be involved when the series was in post-production. This potentially 
limited what we could achieve in the short time frame to transmission.   
 
When interviewed, John Godfrey relayed a challenge for the project was ‘enough time 
to repurpose the on-air content, as sometimes the finished episodes are not delivered 
until quite close to broadcast. Time was a challenge on the Go Back Series 1.’ 
However, despite time constraints, as in the case of cloudstreet Classroom my role in 
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creating Go Back Schools was in three stages: planning; production and promotion to 
teachers. Before proceeding, the initial step was to ascertain the curriculum relevance 
of the programme.  
 
Through investigation of the ACARA national curricula, I identified that Go Back has 
cross-curricula application for all secondary school students in Years 9-12 in 
Geography. My investigation revealed Go Back could contribute to Geography 
learning in Years 9-10 and senior Years 11-12. The curriculum introduction specifies 
that studies in Geography should support students in ‘their development as active and 
engaged citizens by promoting debate and fostering informed decision-making on a 
range of current local, state and national issues (Australian Curriculum and 
Assessment Reporting Authority, 2011a: 3). Go Back’s relevancy to the curriculum is 
illustrated with the following extracts that influenced my editorial decisions in 
creating online educational videos and my research and writing of the Teacher Notes 
and Student Task as specified in the general capabilities outcomes specified below: 
…understanding the role of ethical principles, values and virtues in human 
life; acting with moral integrity; acting with regard for others…  
(Shape of the Australian Curriculum: Geography,  
General Capabilities, Ethical Behaviour, ACARA 2011a: 23) 
 
Through studies of migration and settlement in Australia, students can also 
learn about the diversity of people and cultures within contemporary 
Australia, about the places migrants have left … 
(Shape of the Australian Curriculum: Geography,  
General Capabilities, Intercultural Understanding, ACARA 2011b: 23) 
 
Go Back content also has possible national curriculum relevance in History, Civics 
and Citizenship. At state level, the series has possible relevance in subjects such as 
Studies of Society and Environment, Human Society in Its Environment and Values 
and Religious Education. The Shape of the Australian Curriculum: Geography was 
released by ACARA six months prior to the broadcasting of Go Back Series 1. As in 
cloudstreet this timely release of the national curriculum relieved us from having to 
determine curriculum relevance on a state-by-state curriculum basis. A broadly 
termed guide for teachers of Geography, the Shape of the Australian Curriculum: 
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Geography, specifies teachers should encourage students to ask ‘why.’ The topical 
nature of Go Back content provided me with the framework to provide answers to the 
‘why.’ The content of the program was ideal for teachers to develop Geography, and 
Civics and Citizenship cross-curricula general capabilities outcomes such as ethical 
understanding and intercultural understanding quoted above.  
 
Using this concept to underpin the multimedia production and shape the resources I was 
able to focus my writing on specific aims and focus areas in the curriculum such as: 
 
• Year 10 human well being–Population and Economic Geography around 
spatial inequalities in human development and welfare at the global, national 
and local levels of scale; and  
• Years 11-12 selection topics for choosing four units of study in which students 
develop knowledge and understanding–Development Geography, Population 
Geography and Political Geography. 
 Click to see: GB_S1_Curriculum_Pointers_Geography.pdf 
 
Series 1 
Stage 1: Planning 
With curriculum relevancy established I devised a framework of what would be 
valuable for teachers. My cloudstreet Classroom experience informed me that a 
comprehensive approach whereby the teacher and student felt they were in the Go 
Back experience whether it be on-air or online, would be appealing to teachers and 
student. The comprehensive approach was achieved by ensuring the program’s 
branding, look and feel was represented on both delivery modes. Although the 
program content and genre are different, in practice, the creative process was the same 
as cloudstreet Classroom. Therefore, based on what I had learned creating cloudstreet 
Classroom, I recommended that the on-air music, graphic design and general tone of 
the program be incorporated into the online resource. I also proposed to SBS that a 
message from program presenter, Dr David Corlett, would be beneficial in 
communicating directly to teachers and students. At the promotional teacher cinema 
screenings of cloudstreet Classroom, I witnessed the ability of Tim Winton’s 
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interview and video message to connect with teachers and engage their interest. With 
this experience, I wrote the video message script for Dr Corlett. The video was 
produced by SBS and shot in a relaxed casual style so as to personalise Dr Corlett’s 
connection with the viewer. His video message to teachers and students is housed on 
the Go Back Schools home page point of entry.  
 
The framework of the Go Back Schools multimedia resource included:  
• Schools’ Pack (produced with project partners Amnesty International and the 
Refugee Council of Australia) – printed for mail-out to all Australian 
secondary schools; 
• Online simulation game Asylum: Exit Australia; 
• Online interactive Quiz questions; 
• Clips from the televised series; 
• Online information, facts and statistics; 
• Curriculum reference points for teachers;  
• Teacher Notes; 
• Student Activities; and 
• ATOM Study Guide. 
Prior to my joining the production, project partners SBS, Amnesty International and 
the Refugee Council of Australia had agreed on the production and distribution of a 
jointly produced document called a Schools’ Pack. My involvement in the Schools’ 
Pack was to collaborate with project partner representatives to structure, write and 
design the several page document for secondary school teachers to bind the 
multimedia delivery of the production. In the Pack teachers were provided with 
teaching ideas, tasks for students, information about refugees and the work being 
carried out by organisations such as Amnesty International and the Refugee Council 
of Australia and the UNHCR. The Pack was mailed to every secondary school in 
Australia a week prior to broadcast. 
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Click to see: GB_S1_Refugee_Week_Teachers_Pack_v1.0.pdf 
 
 
In its 2011 Annual Report, SBS states the mailed Schools’ Pack was successful in that 
eighty percent of teachers who received the Pack said they watched the show on 
television as a result of receiving the Pack. Ninety-five percent of those who watched 
said it had high educational value. In the case of cloudstreet Classroom no follow-up 
evaluation was conducted so I am unable to provide statistics on teacher use and 
opinion. 
 
The strategic timing to Go Back’s broadcast during Refugee Week improved the 
program’s currency and value for teachers. In the Schools’ Pack, and in the on-air 
series credits, teachers were alerted to the Go Back Schools website. As a result, this 
meant during the three consecutive broadcast days the website received over 15,000 
hits. SBS regards this popularity as an unprecedented success and confirmed the 
multimedia production as a valuable education resource. Based on my experience on 
cloudstreet Classroom and having learned that short form videos, direct messages to 
students, and interactive features such as quick response graphically designed quiz 
questions which assist learning I devised a list for SBS comprising suggestions that 
could be incorporated into Go Back Schools. SBS Outreach recognised the potential 
of my recommendation and provided the budget and in-house facilitation for 
production. 
Click to see: GB_S1_Education_Media_Suggestions.pdf 
 
 
Series 1 was produced on the premise of ‘six ordinary Australians’ partaking in a 
reversed refugee journey. Production objectives for the Go Back Schools website 
were that it should encompass the look and feel of the on-air series to provide a single 
branding experience, and that it should encourage browser interactivity. Social media 
and comment facilities were included in the website to encourage public commentary 
contributions and public discourse on the refugee issue. Drawing on my teaching 
experience, I reasoned that interactive features could encourage student learning if the 
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asset was designed to elicit knowledge and understanding (ACARA 2011:29) which, 
for example, is a senior Geography strand focus. With cloudstreet Classroom design 
experience and learned insight from literature such as Moyle’s (2010) ACER report, I 
recognised that the inclusion of interactive features could provide a dynamic addition 
that would appeal to digitally experienced young people. (Howard 2013) points out in 
the report the role of technology in education is to ‘provide ready access to 
information’ that otherwise might face challenges ‘presented by time and space’. The 
Go Back Schools website fulfils this role by providing opportunity for teachers and 
students to access information about the refugee issue outside of broadcast times at 
their convenience. 
  
A further practical objective was the education content had to be incorporated and feel 
‘connected’ to the site, but ‘housed’ separately from the main section of the website 
so that teachers and students could access it expeditiously. The Schools tab provides 
access to the separate education resources and yet gives the user a sense of still being 
on the main Go Back website. An SBS intention was the on-air program, general 
website, education section of the website and the School’s Pack should all be instantly 
recognised by the user as a component of Go Back. I worked with SBS to ensure that 
the SBS Multiplatform team who designed and built Go Back Schools maintained the 
Go Back branding and tone across all elements, such as adding branding to the 
downloadable Teacher Notes and Student Task sheets.  
 
This meant the Go Back Schools website landing page was designed as a tab on the 
main website page. The landing page includes a display of ‘buttons’ for each of the 
different learning features, thereby providing access to each learning tool with just 
‘one-click.’ This expedient access allows teachers to choose and students to self-
direct their learning efficiently rather than navigate through the site from one section 
to another in search of their choice. The landing page also included information on 
How To Use This Resource, as illustrated in Image 4.9. This text was written by 
myself and approved by SBS as an overview of the program and the curriculum 
subject areas it relates to. 
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Image 4.9 A screen grab of the How To Use This Resource information on the Go 
Back Schools home page 
 
 
Stage 2: Production 
In the education media suggestions list (mentioned above) I recommended that a 
video message from the Go Back series presenter Dr David Corlett be included on the 
landing page as a technique to communicate and engage directly with teachers and 
students. Speaking to the camera, Corlett’s message is directed at secondary school 
students and personalises the viewing experience. When SBS executives approved the 
budget, I wrote the script for Corlett which he personalised and produced with SBS. 
The script was written in keeping with the program style but specifically alerting 
students to the importance of the refugee issue and keeping informed. It was 
anticipated that Dr Corlett’s message would arouse emotion in students and encourage 
them to inform themselves via the Go Back Schools resources. Click on the link 
below to watch David Corlett’s Message to Teachers and Students. 
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Image 4.10 Screen grab of presenter Dr David Corlett’s video message 
 
 Click image to see: Dr David Corlett Message to Students video clip 
 
The educational online simulation game Asylum: Exit Australia was produced for 
SBS by the company Chocolate Frog. When at draft stage, SBS requested I analyse 
the game. The interactive game, Asylum: Exit Australia, requires players to adopt a 
hypothetical role as a refugee trying to leave Australia. On this Go Back multimedia 
production my role as education consultant was to advise on content and game 
decision making. The game was already well into production and in final draft stage 
when I contributed my feedback. While effective as a general learning tool for any 
user, the game is slow to play in comparison to other games students might be 
accustomed to. It requires fast internet speed, lacks the dynamic elements that might 
attract young people and therefore may not be as successful in enticing students to 
play it as hoped. However, with the game’s general appeal, I recommended the 
addition of the game to the Go Back Schools site, based on the increasing use of 
online games as learning tools. Buckingham (2007:107), for example, states that 
games ‘appear to permit more personalised forms of learning and to accommodate 
different learning styles; and they are often seen to embody the more “informal” 
approach that educators are keen to co-opt.’ Buckingham confirms that today’s 
students partake in online interactivity with ease and that teachers are seeking online 
 109 
content that they can use in their 21st century classrooms. In the classroom games are 
growing in acceptance by teachers as learning tools. Moyle (2010: 4) find that 
‘computer games have become an important part of the learning ecologies for 
learning and training.’ As a classroom resource, Asylum: Exit Australia simulation 
offers teachers a learning tool to nurture debate and develop student empathy with the 
plight of refugees. Image 4.11 is a screen-grab of the message students read as 
Asylum: Exit Australia loads on their computer.  
 
Image 4.11 Asylum Exit Australia loading page 
 
 
The growing trend for young people to use the internet at home for educational 
purpose was further rationale for supporting Asylum: Exit Australia being included in 
the Go Back Schools site. In the Australian Bureau of Statistics (ABS) Australian 
Social Trends paper (2011: 3) entitled Children of the digital revolution, it stated that 
‘85% of students who use the internet at home do so for educational purposes’, 
particularly students in the 12-14 age range, and that ‘older children (especially boys) 
preferred interactive role-playing games.’  
 
While categorised as a game, the Asylum: Exit Australia simulation’s education intent 
is embedded in the structural design that forces the player to answer questions before 
proceeding. In the game, the player moves from one scene to the next, but can only 
proceed by providing the correct information to the ‘official.’ The game reflects the 
challenges facing fleeing refugees and the questions are challenging for the player to 
respond to–as if in a real life situation. For example, a player may be asked to provide 
evidence of their (simulated) passport.  Failure to provide their passport, as it may be 
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locked in the system and is taking an undue length of time to be processed, means the 
player cannot proceed. Students can play this game with or without teacher guidance. 
With Go Back curriculum relevance for Year 10 Geography, it was intended that 
Asylum: Exit Australia would appeal to the upper age group of the ABS research 
(2011: 3) who may be completing a Go Back Student Task Sheet assignment either at 
school or at home as homework. From literature examining young people and their 
screen viewing behaviour, I can conclude that students using digital devices are adept 
at accessing the internet and are not bound by location to use it. For example, 
Alvermann (2002:152) explains that young people embrace screen technology at 
home, at school and in their social life. She claims that in our digital culture, students 
are not reliant on the formal setting of a classroom to learn, as they can learn in 
informal situations such as the home. 
 
As in the simulation game, the Go Back Schools website included ten interactive quiz 
questions for a teacher guided class learning situation or for individual home 
interactivity. These quiz questions were for teachers to stimulate their students and 
then measure their understanding of the refugee issue in Australia–before and after 
the unit of study. Drawing on my expertise as a teacher and my experience from 
cloudstreet Classroom, I wrote the questions for SBS’s graphic designers and 
consulted on the interactive format of the questions. I noted that cloudstreet 
Classroom does not include interactive quiz questions and reasoned that, in the case 
of Go Back, a quiz could be a valuable learning tool. I came to this conclusion 
reflecting on the nature of the content of each case study and surmised that interactive 
quiz questions are more conducive to documentary than drama. In the case of Go 
Back, this instance provided an ideal tool to fulfil SBS’s project intentions, to ‘dispel 
myths and misconceptions’ about the refugee crisis. For example, in each quiz 
question the interactive strategy was for students to move their cursor to any point 
between zero and one hundred and submit their answer, as seen in Image 4.12.  
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Image 4.12 Sample interactive quiz question 
 
 
One intent of the multiplatform project was that the diverse material on the Go Back 
Schools website had to complement the on-air program and build on the information 
portrayed on-air to expand a student’s learning experience. The Go Back ‘message’ 
should not be diminished in the re-purposing of the content for online so I proposed 
that the personal stories depicted in Go Back be extracted and re-edited as video clips. 
Knowing that short form clips could be a more effective teaching tool in 21st century 
classrooms than three 60-minute episodes, I proposed to SBS that I use time-coded 
episodes to re-write the individual personal stories into single story threads of less 
than ten minutes. SBS agreed and provided the budget for going ahead. In an 
interview for this research, Bindi Newman, SBS Outreach Executive, confirms ‘the 
demand for short form content is increasing as is the demand for digital content on 
demand for devices (other than the TV)’ and so ‘repurposing helps to make our 
content more accessible for schools.’ 
 
The rationale for my thinking in producing the Go Back Schools short form clips was 
they would each focus on a single story from the program and thereby would provide 
teachers and students with a resource that was of short duration (under ten minutes), 
succinct in storytelling and emotionally evocative. I reasoned that these clips could be 
used by teachers as lesson starters to inform and provoke discussion. The clips could 
also be used by students for inclusion in assignments such as PowerPoint 
presentations. The attached sample of the clip editing points working document 
illustrates this. 
Click to see: GB_S1_Clip Editing_Points_African_Story.pdf 
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Eight clips were produced that could be used independently or as part of an ongoing 
unit of study on the topic. When teachers and students click on their clip of choice, 
they are taken to a further webpage where they can develop their knowledge and 
understanding by undertaking a tutorial online or downloading it for printing. I wrote 
the tutorials by relating the curriculum criteria (for example that of Political 
Geography), to the content of the clips. The intention was to enable students to 
acquire the information necessary for their learning from the website without the need 
for any other resources. This strategy also fulfilled an objective of SBS that the 
multimedia resource should contain sufficient information for students to be able to 
use the website for an entire unit of study on the subject. Image 4.13 below illustrates 
the clip selection. 
 
Image 4.13 Schools Extras clips and tutorial links 
 
Click on each image to see Schools Extras Clip 
 
These eight tutorials and eight video clips were packaged as one learning unit entitled 
Schools Extras. The eight were presented to represent the two separate journeys 
undertaken by the six participants. That is, the African Story and the Middle Eastern 
Story. Presenting the clips in this way provided options for the teacher and set up a 
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teaching and learning opportunity in comparing the two journeys. The tutorial for 
each clip was written in the form of a Student Activities sheet for students and 
background notes for teachers. I sourced the factual information required for my 
writing of the student tutorials and teacher notes from the Parliamentary Library, 
Amnesty International Reports, UNHCR reports, SBS IPSOS Mackay Immigration 
Nation Report (2008) and SBS Explorer (online graphical presentation of ABS 
Census 2011 data). A challenge in writing the Teacher Notes and Student Activities 
was to incorporate the facts and statistics from these sources and relate them to the Go 
Back series content. The downloadable versions of the Student Activities and Teacher 
Notes were branded by SBS to ensure easy recognition of the documents by teachers 
and students.  
Click to see sample of a Student Tutorial Activity: 
GB_S1_African_Journey_Student_Tutorial_Activities_1) 
 
Click to see a sample of Teacher Notes: GB_S1_African_Journey_Teacher_Notes 
  
Click to see sample of a Student Tutorial Activity: 
GB_S1_Middle_Eastern_Journey_Student_Tutorial_Activities_1) 
 
Click to see a sample of Teacher Notes: 
GB_S1_Middle_Eastern_Journey_Teacher_Notes 
 
 
With the Geography curriculum being a guide for teachers to shape their syllabus, I 
recommended to SBS that it would be useful for teachers to access facts, statistics and 
information on the Go Back Schools site to allow a self-directed user experience 
catering for individual needs of both teacher and student. A teacher, for example, 
could use facts provided on a country to develop a lesson whereas a student could use 
the same country facts to complete a homework assignment. A sample of this strategy 
can be seen in the section called Places. When clicking on Places, students are 
provided with background information on the Geography and History of the places 
 114 
the series participant visited. Students can view the information separately by clicking 
on the place of their choice. Teachers may use the same information to teach students 
about living conditions in a particular place. Image 4.14 illustrates a screen grab of 
the Places section on the website. 
 
Image 4.14 Go Back Series 1 information about the places the show’s participants 
visit 
 
 
Fact Sheet information was also collated, aggregated and written to dispel myths and 
misconceptions about the refugee crisis, and to inform teachers and students with 
factually correct information. Although not directly curriculum aligned, each of the 
five Fact Sheets responded to and clarified a question that addressed public opinion, 
providing information for teachers to engage in discourse and debate with their 
students. The sheets are easily accessed by teachers and students by clicking through 
to the sheet of their choice. Image 4.15 below is an example of the Fact Sheet 
hyperlinked image and text.  
 
Image 4.15 Go Back Series 1 Fact Sheet sample 
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Another form of learning media was developed especially for the Schools site. 
The early production stage had extensive ‘off-cut’ footage that was not included in the 
final series edit. Drawing on my Geography teaching and curriculum understanding, I 
reasoned the footage contained content that could be valuable for teachers to elicit 
more information from the series visual material and participant personal stories. I 
identified that the stories presented significant amounts of information not only in text 
but also visually. For example, while the clip on the UNHCR camp in Kakuma, 
Kenya did not relay a great deal of information about the settlement through the 
narration and dialogue, as it was mostly focused on the human stories in the camp, the 
information provided by the visual footage was informative about the Kakuma region 
landscape and living conditions endured by inhabitants. The information can be 
applied to the focus on human wellbeing in Year 10 Geography and to the unit on 
Political Geography in Years 11-12. This rationale was the basis of my decision 
making in determining the editorial points. I scrutinised the off-cut footage to 
ascertain what knowledge it was imparting and applied that to the editorial dissecting 
I undertook to shape the clips. Using time-coded copies to locate edit points, the 
Deleted Scenes were cut to create story threads which when edited by SBS became 
available as clips on the Go Back Schools page. Image 4.16 displays a screen grab of 
the Deleted Scenes options and the link below shows a sample short form edit of some 
deleted scene footage. 
 
Image 4.16 Go Back Series 1 Deleted Scenes 
 
 Click on each image to see Deleted Scenes Clips) 
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A Further Resources section was created on the Go Back Schools site, linking 
information and organisations containing curriculum relevant facts and figures for 
Geography that had been used as research in compiling the Go Back Schools site.   
 
Image 4.17 Go Back Series 1 Further Resources tab 
 
 
Stage 3: Promotion 
Marketing was critical to the education resource production where an outreach 
strategy increased teacher awareness of the series, pack and online resources. My role 
in the promotion of Go Back Schools was to devise a campaign for SBS to develop 
teacher awareness of the multimedia project as a learning resource. In doing so, I 
outlined four potential objectives for SBS:  
• Validate SBS as an education resource producer of integrity; 
• Promotional opportunities/ events/ school engagement with the series; 
• Nurturing legacy with schools and relationship with teachers associations; and 
• Publicity angles to encourage the education press to pick up on Go Back.  
Click to see: S1_Teacher_Outreach_Strategy.pdf 
 
The proposed outreach strategy campaign highlights ways SBS could connect with 
teachers. Unfortunately timing and budget constraints prevented this campaign from 
proceeding as planned. However, funding was available to alert teachers to the 
program and learning resource through ATOM. ATOM’s database provides a 
distribution method for direct emails to 40,000 teachers. This group was targetted 
with an eDM e-mail that promoted the series and its curriculum relevancy to teachers. 
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I wrote the text for the eDM, and SBS Multiplatform created the artwork and HTML 
file for the email, which was despatched as a teacher awareness action several days 
prior to premiere broadcasting.  
Click to see: GB_S1_EDM_Script.pdf 
 
The inclusion of a Comments section fulfilled an SBS marketing objective to engage 
teacher and student interactivity with the Go Back Schools site and proved to be a 
successful feature as teachers and students began commenting on the site as the 
program went to air. Although I had no direct role in the creation of the teacher 
comment facility as it was managed by SBS Multiplatform, samples of such teacher 
comments that indicate the education value of the Go Back Schools resource are 
shown in Image 4.18 below. 
 
Image 4.18 Go Back Series 1 Comments sample 
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The final marketing tool and classroom resource, a study guide, was created in 
conjunction with ATOM and promoted via email to ATOM’s database. Housed on the 
Go Back Schools site and ATOM’s Metro Screen site, this teacher’s guide to the 
program includes background information and tasks for students that complement the 
online student learning resources.  
Click to see: S1_Go_Back_To_Where_You_Came_From_ATOM_Study_Guide.pdf 
 
Series 2 
Stage 1: Planning 
Following Series 1, Go Back To Where You Came From Series 2 was produced and 
released in 2012. Like Series 1, Series 2 comprised three 60-minute episodes and a 
final public forum on SBS’s program Insight. The second series built on the original 
series format which had achieved popular success and international acclaim. 
However, in Series 2 the refugee journey was undertaken by six prominent 
Australians. As a partner in the project, Amnesty International contributed 
information and expertise to help develop the Schools’ Pack and factual information.  
Click to see: GB_S2_refugeeweekteacherspack_v1.0.pdf 
 
 
The timeline for Go Back 2 Education site, based on the creative format and strategy 
of Series 1, detailed the six week production timeline, tasks and overall creative 
structure from conception to on-air screening of the series and final public discussion 
on the SBS program Insight. 
Click to see: GB_S2_Education_Production_Timeline.pdf 
 
 
For the learning resource for Go Back Schools Series 2, in consultation with SBS 
Outreach, it was decided that content be structured into three levels (below) that 
reflected learning levels in the Australian Curriculum: Civics and Citizenship. The 
three levels were designed to address the Civics and Citizenship curriculum general 
capabilities of ethical and intercultural understanding. Subheadings to assist the 
teacher in accessing information, preparing lessons and student learning activities 
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were categorised to focus on learning aspects of the refugee issue. These subheading 
categories were designed as follows. 
YOU 
Attitudes, Ethics and Citizenship 
 
YOUR COUNTRY 
Democracy, Duty and National Values 
 
YOUR GLOBAL COMMUNITY 
Human Rights, World Issues and Responsibilities 
 
Stage 2: Production 
Structuring the learning resource content to these three learning levels opened a 
different aspect to creative production of the Series 2 education material, since Series 
2 presented challenges as the refugee issue was the same despite new participants in 
the show. The three learning levels rectified this challenge. The wireframe for Series 
2 illustrates the three learning levels and the plan for the site. 
Click to see: GB_S2_Wireframe.pdf 
 
As in the first series, the Series 2 story threads could be re-purposed for online short 
form videos. I identified nine stories that could be valuable for teachers and, using 
time coded pre-production versions of each episode, created the edit points for SBS to 
create the clips.   
Click to see: GB_S2_Education_Clip_Timings.pdf 
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Image 4.19 Go Back Series 2 Clips selection  
 
Click on each image to view the Series 2 Clips 
 
After the success of Go Back Schools Series 1, I created similar online learning tools 
for Go Back Schools Series 2, in collaboration with SBS Outreach, Multiplatform, and 
an Amnesty International education expert. The Series 1 and Series 2 sites were 
merged, so that the Series 1 simulation game and quiz questions could be accessed via 
either site. The merging of Series 1 and 2 is seen in the following screen grabs.   
 
Image 4.20 Go Back Series 1 and 2 website merge 
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Image 4.21 Go Back Series 1 and 2 website merge 
 
 
As the content pertained directly to the series Clips, Teacher Notes, Students 
Activities and Fact Sheets, they are housed on the Series 2 page. Image 4.22 
illustrates the page layout of a clip, the clip title, clip information and access to 
resources and activities. 
 
Image 4.22 Go Back Series 2 clip sample page  
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Although Series 1 and Series 2 Teacher Notes and Student Activity were branded 
similarly, the Series 2 sheets contain hyperlinks allowing online readers to click to 
other websites for further information. I learned the hyperlinks could be valuable for 
teachers and students when developing cloudstreet Classroom resources and so 
included hyperlinks in downloadable sheets to allow teachers and students who 
preferred to download, save and use the sheets electronically to access other resources 
and sections of the cloudstreet Classroom site. In the haste, due to lack of time, this 
feature was omitted in Go Back Schools Series 1 downloadable Teacher Notes and 
Student Tasks. However, in Series 2, two significant developments were made to 
improve information access for teachers and students. For example, hyperlinks in the 
Teacher Notes and Student Task sheets give teachers and students four options of 
delivery–online, download, and save and use electronically or download for printing. 
Further to this development, was the addition of external hyperlinks to sites such as 
the ABS that could assist teacher and student research. The addition of external 
hyperlinks is a development from the case of cloudstreet Classroom, where all links 
provide access to features only on cloudstreet Classroom and keep the viewer 
‘connected’ to the site. In the case of Go Back Series 2, SBS was not concerned about 
potentially losing a viewer to another website. 
Click to see: GB_S2_Clip1_Hamids_Story_Student_Tutorial Activities 
 
Click to see: GB_S2_Clip1_Hamids_Story_Teacher_Notes 
 
Stage 3: Promotion 
With the series being broadcast during Refugee Week in both broadcast instances, it 
was apparent that the program and the online classroom resources would be valuable 
for teachers to develop learning, discourse and debate in the classroom. However, like 
cloudstreet Classroom, Go Back’s promotion to teachers was constrained by timing 
and funding. The timing of the broadcast did not coincide with teacher professional 
event promotional opportunities. Comprehensive teacher email databases proved too 
expensive, so SBS used the ATOM email service to bring the show to teacher 
awareness. Further to budget limitations for comprehensive email promotion, SBS 
funding was not available to create an on-air promotion of the educational aspects of 
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the show. Consequently, SBS relied on the strength of the show’s content and its 
general publicity to alert teachers to the complementary online resources. Extra 
features in the Go Back Series 2 site include online discussions with participants and a 
facility for schools to share information or activities in which they are engaging. The 
interviews with the participants can be watched online as can be seen in Image 4.23. 
 
Image 4.23 Go Back Series 2 participant Imogen Bailey interview 
 
 
As learning outcomes may be achieved through school community action, a facility to 
encourage learning by ‘sharing’ was devised. The What Is Your School Doing? 
feature enables teachers or students to acknowledge and share their community 
contributions. Image 4.24 illustrates the Go Back Series 2 community action and 
sharing facility. 
 
Image 4.24 Go Back Series 2 invitation to schools to contribute 
 
Six months after the Series 2 premiere date a statement by a Year 9 student on the 
comments facility proves the resource is not bound to its broadcast date. The student 
comments: 
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We have been watching this series in our Geography class. We think it 
has been a valuable and real learning experience. We now have an insight 
into the struggles of refugees, which we couldn't get from our textbooks. 
It is important to view all perspectives of an issue, to find solutions. 
Thank you SBS.  
 
Curriculum relevance was a critical element of the Go Back multimedia production. 
The longevity of curriculum relevant media educational resources means teachers can 
use the multimedia resource when it suits their teaching schedule. Secondary School 
teacher Ian Roberts, Middle School Co-ordinator and Teacher of Social Science and 
Senior Geography, comments on its value: 
If you are a teacher who endeavours to provide students with activities 
that challenge them to think independently and make informed decisions, 
then you will be very appreciative of this site. The information and 
sources are authentic and current, encouraging students to look beyond 
headlines and sound-bites to consider the previously unexplored angles of 
this contemporary issue.  
 
The success of Go Back To Where You Came From Series 1 and 2 as a re-purposed 
on-air to online education resource can be attributed to its comprehensive multimedia 
multimodal delivery. From the on-air series to the interactive and informative website, 
printed Schools’ Pack, DVD sales and ATOM Study Guides, the Go Back multimedia 
production provides teachers and students with multiple content access points based 
on curriculum relevancy. The various access points give teachers pedagogical options 
and allow them the freedom to use the resources to meet the learning needs and 
interests of students and classrooms. With curriculum relevancy ascertained, the 
production and marketing foresight of SBS Outreach to plan, develop and create the 
education media component from production onset is a testimony to the overall 
production’s positive outcome. The NSW Board of Studies, Teaching and 
Educational Standards (BOSTES) has recently selected Go Back To Where You Came 
From Series 1 as a Higher School Certificate (HSC) 2015-2020 prescribed media 
resource in Stage 6, Years 11 – 12 English, in the unit of Discovery. (Board of Studies 
Teaching and Educational Standards, 2014)  
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CASE STUDY 3 
ABC Splash 
 
With cloudstreet Classroom and Go Back To Where You Came From being single 
program productions, the announcement of government funding to produce an 
education portal provided recognition and evidence for this research that interest was 
growing in online education resources. When contacted by ABC Innovation to discuss 
my contributing to the project, I regarded the opportunity as an ideal progression from 
single program production into a large scale curated production. At this time, I was 
considering approaching National Geographic Channel to create an archival hub. I 
realised that the knowledge I could potentially acquire on ABC Splash would provide 
a learning opportunity I could potentially apply to the National Geographic Channel 
project. 
 
ABC Splash is the Australian government’s project to create an online education 
media portal for teachers, students and parents, with $20 million funding from the 
Department of Broadband, Communications and the Digital Economy (DBCDE) and 
DEEWR. The education portal was produced to showcase the NBN scheme and the 
Rudd and Gillard DER initiative that aimed to equip all secondary school students 
across the nation with a laptop, personal computer or tablet. (NB. this initiative has 
now closed). A resulting challenging legacy of this initiative is the poor facilitation of 
internet (speed) to schools, causing debate about the success or failure of the scheme. 
The ABC and ESA partnered in 2011 to produce ABC Splash, its description on the 
ABC Splash website explaining the production as ‘A new world-class education 
website for Australia, packed with hundreds of videos, audio clips and games, [to] 
watch and play at home and in school.’  
 
The initiative reflected the Melbourne Declaration on Goals for Young Australians 
(2008) which states the need for technology advancement in education. 
In this digital age, young people need to be highly skilled in the use of 
ICT. While schools already employ these technologies in learning, there is 
a need to increase their effectiveness significantly over the next decade.  
 (MCEETYA 2008:5) 
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ABC Splash is an aggregated multimedia educational website providing curriculum 
relevant resources for teachers, tips for parents and learning tools for students in K–
Year 10 in English, Maths, History and Science. The content is predominantly ABC 
television and radio produced material, supported by ancillary imagery and 
information acquired from reputable sources and authorities. The website content is 
presented though extensive multimedia including videos, interactive features, 
infographics, virtual worlds, games, collections (multimedia e-books), podcasts and a 
live streaming facility. As in the case of SBS with Go Back To Where You Came 
From, ABC and ESA value user interaction and communication as it can lead to 
audience growth and so have incorporated ‘comment’ and social media features such 
as blogs, Facebook, Twitter and an e-newsletter.  
 
Late in 2011 I was asked to contribute to the production of ABC Splash on a six 
month project leading up to the then Education Minister Peter Garrett’s launch of 
ABC Splash in March 2012. Unlike the previous case studies, ABC Splash had been in 
production for a year with much of the creative and educational aspects already 
determined, before I joined the team. The significant difference between this case and 
the previous two case studies is that with production well under way my first task was 
to familiarise myself with the production so far. In this case it was not necessary for 
me to establish curriculum relevance as this task was within the production domain of 
project partner ESA. My role on ABC Splash differed from the previous two case 
studies in that, with ABC Splash, I was a part of an education multimedia team that 
included ABC Innovation and ABC Multiplatform departments and project officers 
and education writers from ESA. With ABC Splash, my role was specifically defined 
by a brief requiring skills in online media production, education expertise and writing. 
In this case study, I was not required to contribute to website design, navigation or 
functionality.  
 
Stage 1: Planning 
As curriculum consultant, media producer, researcher and writer on ABC Splash my 
task was to contribute to the development and production of online media education 
features including:  
• Read and consult on several already produced collections;  
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• Provide in-depth research on curriculum relevant topics for a period of 
approximately six months; 
• Identify and match content to curriculum outcomes; 
• Assess provided media, its applicability and strategic contextual placement;  
• Write the content to appropriate learning level(s); 
• Research and write a brief for Interactives/Infographics for ESA Collections; 
• Provide written brief for an interactive infographic per topic; 
• Conduct further research on the topics in regard to interactive/infographic 
opportunities; 
• Consult with web designers in the production of the interactive infographic(s) 
for ongoing consistency; 
• create four new collections each being a multimedia learning device that 
provides students with text information, images, maps, an interactive game 
and suggestions for further references; and  
• Contribute curriculum understanding, research and writing skills and creative 
media expertise to a further four collections that were being produced by ESA.  
 
Table 4.2 displays the four curriculum linked collections designed with ABC 
Multiplatform. Table 4.3 displays the collection to which I creatively contributed. 
 
Table 4.2 Multimedia collection projects produced by myself for ABC 
Multimedia 
Collections Subject Learning Level 
Great Barrier Reef: Under Threat Science Years 5 - 8 
Earthquakes: When the Earth shakes Science Years 6 - 8 
Rights and Freedoms History Years 9 - 10 
Renewable Energies Science Years 9 - 10 
 
Table 4.3 Multimedia collection projects to which I creatively contributed 
Collections Subject Learning Level 
Palaeontology: Unlocking secrets of the 
past 
Science Years 5 - 8 
From fossils to fuels Science Years 6 - 8 
Democracies In Action: US vs Australia History, Civics Years 9 - 10 
The evolution of the Australian family 
home 
History Years 9 - 10 
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Stage 2: Production 
Familiarising myself with the design and function of the site was critical to 
contributing effectively. I noted that, with learning as the goal, the information 
architecture of ABC Splash was designed for quick and easy access. From the home 
page, users can select and access whichever aspect of the site they are seeking, as 
links to all features are presented either in text on tabs or via live image ‘buttons.’ 
Navigation is organised in several ways: by learning level; subject area; multimedia 
assets; search facility and user (student, teacher or parent). Image 4.25 and Image 4.26 
depict ABC Splash’s user multiple access options. 
 
Image 4.25 ABC Splash’s home page tab navigation 
 
 
Image 4.26 ABC Splash’s alternative home page tab navigation- webpage footer 
 
 
Clicking on the ‘Secondary’ tab opens a page displaying Australian curriculum 
subject options of English, Maths, Science, History and Geography. A blog comment 
by BBC executive Jones (BBC Learning 2014) summarises BBC Learning’s primary 
research that television and online learning resources need to cater for a ‘time-pressed 
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digital age.’ Therefore identifying the value of organising content via subject area, as 
illustrated in Image 4.27:  
• Ensures Australian Curriculum subjects are key drivers in the site design and 
function;  
• Reflects cross-curricula general capabilities by addressing specific outcomes 
such as critical thinking for example; 
• Demonstrates to teachers, parents and students that curriculum subjects are the 
focus of the content; and  
• Provides an efficient way for teachers and students to quickly reach the 
material they are seeking.  
 
Image 4.27 ABC Splash’s secondary learning level subject tabs 
 
 
Unlike the previous two case studies, my role did not entail contributing to the content 
organisation of the site. However, this case study provided me with the opportunity to 
participate and learn in a much larger production. From the experience of working 
with the large ABC team, I gained insight that would influence the fourth case study 
in this research. For example, I learned that, above all other considerations, organising 
content and assets via subject areas is a priority.  
 
With this knowledge and understanding, I was able to see that on ABC Splash all 
features on the site are identified in the first instance by subject area, including the 
collections that I was involved in creating. Collections are accessed via a tab on the 
ABC Splash homepage. Collections are a form of e-books. They are presented in an 
aggregated multimedia format containing text, images, graphics, videos and a game. 
On ABC Splash, each collection features a single topic that relates to a specific 
learning level and subject relevant to a curriculum subject area, such as those seen in 
Image 4.27 above.  
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One of my roles in this case study was to assess ABC assets for possible inclusion in 
collections that were already in production by ESA education writers. My feedback 
was based on my curriculum expertise and experience as a teacher and producer of 
education media. I was provided access to the asset lists on ABC’s collaborative 
working spreadsheet program on Google Docs. I assessed the asset for its subject 
application, learning level, visual quality and aesthetic appeal to teachers and 
students. According to my feedback, the assets were or were not included in the ESA 
collections. Image 4.28 depicts a sample of my feedback and comment of 
recommendation. 
 
Image 4.28 A sample of my feedback of ESA already produced interactives for 
inclusion in collections 
 
 
My feedback comments indicate the reasoning behind my recommendations. As 
curriculum relevance had already been established by ESA, my examination of the 
asset was focused on:  
• Evaluating if the asset was appropriate for the learning level of the collection; 
• Assessing the age of the asset production and making a judgement about 
whether it appears dated or not; and 
• Gauging the aesthetic nature and dynamism of the asset for a young digitally 
experienced user.   
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Making these assessments was valuable and informative for developing and 
producing the four collections assigned to me. Keeping these criteria in mind I began 
the process of creating collections: 
• Great Barrier Reef: Under threat; 
• Earthquakes: When the Earth shakes; 
• Rights and Freedoms; and 
• Renewable Energies. 
 
The first step was to examine ABC assets using the same criteria above. It was 
important that each collection contain a variety of multimedia so as to appeal to 
teachers and young people– particularly those targeted through the DER. That is, 
secondary school students. Familiarising myself with all available ABC multimedia 
assets and archived ABC television clips meant watching almost one hundred hours 
of ABC News, Behind The News and Catalyst segments the ABC designated for use 
on ABC Splash to assess whether the video and clip segments met the criteria for 
inclusion. These assets and clips were pre-chosen by ABC Researchers.  
 
Occasionally videos and clips required editing or modification to ensure the content 
was appropriately contextualised, such as removing references to dates or material 
that was inappropriate for the learning level. Using time-coded copies, I determined 
the editing points and advised ABC Multiplatform who cut the final video for 
inclusion in the collection. When I had written the text, sourced and collected the 
images, sourced or designed the interactives, infographics and video clip assets, I sent 
the material to ABC Multiplatform who then aggregated these assets into the 
collection e-book format. ABC Splash collections are presented on a separate page in 
a grid format that can be accessed from the ABC Splash home page. The grid format 
allows teachers, students and parents to scan and select their topic of choice easily. A 
sample screen grab of the collections page can be seen in Image 4.29. 
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Image 4.29 ABC Splash Collections access 
 
 
Clicking on the image tile opens up the collection pages (approximately 12-16 pages) 
where the information is presented in a variety of forms. Image 4.30, as an example, 
demonstrates the forms of multimedia incorporated in the collection Great Barrier 
Reef: Under Threat, with the first eight pages including text, images, video clips and a 
learning game. 
 
Image 4.30 ABC Splash’s Great Barrier Reef: Under Threat collection multimedia 
showing ‘view’ for images, ‘watch’ for video and ‘play’ for learning game 
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My role was to research and write the text for each of the four assigned collections. I 
began this process by writing a framework for content for the approval of ESA and 
ABC Multimedia. The framework was based on my knowledge as a teacher and 
researcher of the topic. The content was constrained by the available space on 
Collection pages–also called panels. Once approved, using the framework I wrote the 
collection story narrative. When writing the text for each panel my objective was to 
provide a comprehensive narrative and learning experience for students that would 
introduce them to the topic, provide them with key concepts in regard to the topic, and 
conclude with a conclusive summary which alluded to a future trend or concept to 
arouse curiosity. I matched the panel content with a mode of multimedia such as an 
image, a map, a video from ABC Television or an interactive game.  
 
Click here to see a sample framework: ABC_Splash_Framework_Renewable_Energies 
 
Click here to see a sample narrative: ABC_Splash_Panel_Content_Renewable_Energies 
 
 
In collaboration with ABC Multimedia and ESA we decided each collection would 
benefit from the inclusion on an interactive game. So the next production phase was 
to conceive and develop four interactive games, one for each of the four collections. 
Producing a learning game from conception to publication opened a new facet of 
learning for my professional practice. Our collective purpose was to provide students 
with an engaging learning tool that would encourage learning and provide enjoyment. 
So for each of the four collections I was producing I also produced an interactive 
game. The collection titles and respective games are shown in the Table 4.4 below. 
 
Table 4.4 The four collections and their interactive games I conceived and produced   
Collections Interactive Game 
Great Barrier Reef: Under Threat Restore The Reef 
Earthquakes: When the Earth shakes Tectonic Plates 
Rights and Freedoms Rights And Freedoms 
Renewable Energies Renewable Energies 
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Boccalatte, a Sydney based web and graphic design company, was selected by ABC 
Multiplatform to collaborate with me and build the interactive games I devised. 
Boccalatte introduced me to online collaboration software Basecamp that efficiently 
managed and monitored the several interactive projects being produced concurrently. 
Devising the concepts for the interactives meant focusing on the learning level of the 
students and the curriculum requirements of the teacher. With knowledge acquired 
from the previous two case studies, and in particular consulting on Go Back To Where 
You Came From’s simulation game Asylum: Exit Australia, I understand games can 
be engaging and interesting learning tools. For example, when developing the concept 
for the interactive game for inclusion in the collection Earthquakes: When the Earth 
shakes I wanted to devise a game which would be informative and fun for students to 
play. My educational strategy in producing each game is that it would be attuned to 
the appropriate learning level such as Years 9-10; it would provide information 
relevant to aligned curriculum outcomes such as understanding and appreciating 
environmental protection; and, it would be visually interesting and rewarding to play.  
I intended that the game would creatively support general capabilities of the science 
curriculum such as the use of ICT in the classroom. ‘Students will be encouraged to 
develop their own understanding of concepts based on active inquiry’ (Australian 
Curriculum and Assessment Reporting Authority, 2010: 6). I reasoned that the 
Australian Curriculum: Science would be an appropriate curriculum match for the 
topic and investigation confirmed this with specific guidelines from the content 
descriptors for Years 6-8 in the Science Understanding strand of learning as 
demonstrated in Table 4.5. 
 
Table 4.5 Science curriculum application for Earthquakes: When the Earth shakes 
Learning Level Science Understanding Content Descriptor 
 
Year 6 
 
Major events at the 
Earth's surface 
 
The causes and effects of major natural events 
at the Earth’s surface e.g. volcanic eruptions, 
earthquakes and tsunamis  
 
Year 7 
 
Shaping the Earth 
 
The processes which shape geological 
features and landforms 
 
Year 8 
 
Rocks 
 
The properties, composition and formation of 
sedimentary, igneous and metamorphic rocks 
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The insight acquired creating the Go Back Schools interactive quiz questions 
informed me that designing for a wide range in learning levels (i.e. from Years 6-8) 
requires special considerations to be an effective learning tool for all players. That is:   
 
• Graphically simple interactives can be comprehended readily;  
• Easy to use interactives accommodate diverse student abilities; 
• Accomplishing the interactive task should be encouraging and rewarding for 
students; and 
• To elicit learning students should be able to play the interactive game repeatedly 
until competency is achieved and learning accomplished. 
 
During the decade prior to ABC Splash games have been emerging as a format for 
imparting knowledge. Drotner and Schrøder (2010, p.: 228) identified and named the 
growing trend of learning through games explaining that ‘Digital Game-Based 
Learning is precisely about fun and engagement, and the coming together of serious 
learning and interactive entertainment into a newly emerging and highly exciting 
medium – Digital Learning Games.’ In each of the four interactive games learning 
occurs through the ‘playing’ of the game. Students need to demonstrate knowledge in 
order to progress through the game.  
 
The graphical artwork in each interactive game is designed to appeal to the age level 
of the players determined by the learning level. Each interactive is ‘housed’ 
approximately mid-way through the collection for which it was designed. The mid-
point is educationally strategic as it provides an interlude for the student from reading, 
looking and watching, and allows them to become actively involved in their learning. 
Table 4.6 displays the look and feel of the four interactive games I created with 
Boccalatte for ABC Splash collections. 
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Table 4.6 Four curriculum relevant learning games I conceptualised and created 
with Boccalatte for ABC Splash 
 
 
Great Barrier Reef: 
Under Threat 
 
Australian Curriculum: Science 
Years 5 - 8 
 
 
Earthquakes:  
When the Earth shakes 
 
Australian Curriculum: Science 
Years 6 - 8 
 
	  
 
Rights and Freedoms 
 
Australian Curriculum: History 
Years 9 - 10 
 
	  
 
Renewable Energies 
 
Australian Curriculum: Science 
Years 9 - 10 
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Selecting a graphic style that appeals to students and is relevant to their age level is 
critical, particularly when subject matter is serious. So an element of fun was 
incorporated into the graphic design of the games to make them more appealing. This 
sense of fun and whimsy can be seen in Image 4.6 that shows the colourful start of the 
tectonic jigsaw online game. Image 4.31 depicts a section of the interactive infographic 
Renewable Energies for students in Years 9-10. 
 
Image 4.31 A section of Renewable Energies interactive infographic illustrating 
its graphical style 
 
As specified above, my objective as media education producer was to design games that 
blended learning with fun. I wrote the four interactive game briefs and created the 
storyboards as a means of communicating clearly and visually with Boccalatte. In the 
Barrier Reef, Tectonic Plates and Renewable Energies interactive games I worked with 
Boccalatte to inject a sense of whimsy or playfulness in the graphic art design. 
Boccalatte responded by providing a selection of vibrant colour schemes, texture, bold 
palettes and lively attention to detail, from which ABC Multimedia and I choose the 
final colour scheme. The colour schemes are hopeful and happy. Table 4.7 illustrates 
samples of visual references provided by Boccalatte.  
 
Table 4.7 Samples of visual references provided by Boccalatte  
 
Barrier Reef 
 
Tectonic Plates 
 
Renewable energies 
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Itō (2010: 4) asserts that ‘representational worlds’ can be effective in learning and 
explains that ‘students in a science classroom do not need to know how to situate 
meanings in all the contexts a “real” scientist does’. The tectonic jigsaw puzzle game 
I conceived and created with Boccalatte is fun based, with bright colours encouraging 
playfulness as illustrated in Image 4.32. The only true fact in the game is the shape of 
the tectonic plates and their names. Yet the function of the game, to repeat it until all 
jigsaw pieces are in the correct position, is its learning opportunity.  
 
Image 4.32 The starting page of the Tectonic Plates online jigsaw puzzle 
 
Once the colour scheme was confirmed, Boccalatte’s artists responded to my briefs 
with sketched storyboards. Communicating visually was key to the creative process. 
Images 4.33 and 4.44 depict Boccalatte’s sample sketches created in repose to my brief.  
 
Image 4.33 Boccalatte’s sketch response to the Earthquakes Interactive game 
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Image 4.34 Boccalatte’s sketch response to the Right and Freedoms’ Interactive game 
 
 
The process for developing and creating the interactive games for inclusion in the 
collections was as follows:  
• Conceiving the concept in line with curriculum outcomes and according to  
• appropriate learning level; 
• Writing a brief for Boccalatte; 
• Creating a suggestive storyboard for Boccalatte; 
• Reviewing Boccalatte’s creative response and ideas; 
• Writing the copy (text) for the interactive; 
• Refining the artwork, copy and function; and 
• Production. 
ABC Multiplatform and ESA approved each stage of the process. Samples of my 
briefs, storyboards and copy can be seen below.  
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Interactive Game 1: Restore The Reef 
Click to see: ABC_Splash_Interactive Brief_Great_Barrier_Reef.pdf 
 
Click to see: ABC_Splash_Storyboard_Barrier_Reef.pdf 
 
Click to see: ABC_Splash_Copy_Interactive_Great_Barrier_Reef.pdf 
 
 
Interactive 2: Tectonic Plates  
Click to see: ABC_Splash_Brief_Interactive_Tectonic_Plates 
 
Click to see: ABC_Splash_ Storyboard_When _the_Earth_Shakes 
 
Click to see: ABC_Splash_Action_Text_Tectonic_Plates 
 
Click to see: ABC_Splash_Interactive_Game_Tectonic_Plates_Clues 
 
 
Interactive 3: Rights and Freedoms 
Click to see:  ABC_Splash_Concepts_Interactive_Rights_and_Freedoms.pdf 
 
Click to see: ABC_Splash_Brief_Interactive_Rights And Freedoms.pdf 
 
Click to see: ABC_Splash_Copy_Rights_and_Freedoms 
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Interactive 4: Renewable Energies 
Click to see: ABC_Splash_Brief_Interactive_Renewable_Energies 
 
Click to see: ABC Splash_Storyboard_Renewable_Energies 
 
Click to see: 
ABC_Splash_Interactive_Game_Renewable_Energies_Rollover_Text_Graphic_ Samples 
 
 
The text for the Rights and Freedoms game was written to inform Year 9-10 History 
(Australian Curriculum and Assessment Reporting Authority, 2009b) students about 
difficulties some children endure in their daily lives when their rights and freedoms 
are compromised. However, designing the appropriate artwork for the serious 
interactive game topic was challenging. This was because including the playful 
element would have been inappropriate. Each of the ‘personal stories’ I wrote for the 
characters in the game were about children who are suffering in some way, for 
example, unable to see their cousins who live across the border, unable to go to school 
because they have to work in a factory to help their family, or unable to play football 
because they are a girl.  
 
The serious nature of the game limited the design options and yet I was insistent that 
the game artwork should be visually appealing to the Year 9-10 students at whom it 
was pitched. An idea from Boccalatte was to use real people’s faces in the artwork but 
the idea was rejected by ABC Multiplatform to the sensitive nature of the game’s 
depicted stories. It was decided that animated faces would provide a ‘distance’ or as 
mentioned above, in keeping with Gee (2007: 87) ‘representational worlds’ can be 
effective for learning. The personalised faces provide a point of connection and 
engagement for the student player.  
 
At the time I was creating the Rights and Freedoms interactive game I was teaching 
part-time Media Studies at a secondary school on the Gold Coast, Australia. I took the 
opportunity to trial the game with the students and seek their feedback about it. I also 
 142 
timed how long it would take the students to complete the game. I put the students into 
small groups of three to observe how they would engage and communicate between 
themselves. In each group, the students collaborated and arrived at the game 
‘answers’ collectively. I asked the students for a word to sum up the game playing 
experience and the game story that resonated the most with them. The student 
responses as seen below, were informative to the game design and confirmed playing 
the game they had learned about rights and freedoms. I reported the students’ 
reactions to the interactive game to ABC Splash executives and to Boccalatte. Both 
agreed the game had achieved its objective of informing students about the United 
Nations rights and freedoms for children.  
 
Student testing of Rights and Freedoms Interactive Game 
 
Group 1: Three girls aged 15, 15 and 16 
Game completed in 6 minutes 
Student comments: 
• Kind of sad; 
• Makes me feel lucky; 
• Realistic; 
• Interesting; 
• Good way to set it out; 
• One word to describe it? Informative; and  
• Story that resonates the most? Child soldier story. 
  
Group 2: Two boys aged 15 and one girl aged 15 
Game completed in 5 minutes 
Student comments: 
• Wheelchair story a surprise, thought that was kind of standard; 
• Shows how different other people’s lives are; 
• Much more fun than learning off the board; 
• Really interesting stories; 
• Some drawings look older than age (i.e. stubble); 
• One word to describe it? Makes me feel sympathetic; and 
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• Story that resonates the most? Soccer story. 
Group 3: Three girls aged 14, 15 and 15 
Game completed in 5 minutes 
Student comments: 
• Feel sorry for them; 
• Stories are really sad; 
• Like their names; 
• Cool drawings; 
• Works really well; 
• One word to describe it? Interesting; and 
• Story that resonates the most? Child abuse story. 
 
Group 4: Three boys aged 15, 15 and 16 
Game completed in 4 minutes (because the bell rang!)  
Student comments: 
• Learnt that there are lots of issues that can happen; 
• Not pure enjoyment but made me more aware; 
• Racism exists in Australia; 
• Names fit the stories; 
• Realistic (except for stubble on boy); 
• One word to describe it? Informative; and 
• Story that resonates the most? School bombing story. 
Year 10 students’ responses to Interactive Game Rights and Freedoms 
Gold Coast, Queensland 
 
In my view, the Rights and Freedoms game is not as successful as the other three 
interactive games, as the reliance on text slows the game down possibly causing a 
student to lose interest. Also, as my students pointed out, the artwork in some of the 
sketched faces is too ‘old’, for example, the image of a 13-year-old male with beard 
stubble. The experience of conceiving, designing and producing this interactive game 
has taught me that creating interactive games for teaching sensitive and serious topics 
requires more than usual considered deliberation. 
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The collections each comprise of 12-16 pages (panels) and successfully demonstrate 
how multimedia can be contained in a single learning device. Each is aligned with a 
specific learning outcome, and is visually interesting and informative. The following 
links provide access to the four collections. Technological limitations prevent me 
presenting the collections are they interactively function on the website. Each 
collection is provided as an image that can be scrolled through to view each of the 
pages of text and multimedia in an off-line capacity.  
 
Click to see: ABC_Splash_collection_page_compile_barrier_reef 
 
Click to see: ABC_Splash_collection_page_compile_tectonic_plates 
 
Click to see: ABC_Splash_collection_page_compile_rights_freedoms 
 
Click to see: ABC_Splash_collection_page_compile_renewable_energies 
 
Stage 3: Promotion 
In this case study I was not involved with any marketing or promotional work. 
However, I noted during my time on the project that several means of promoting and 
connecting with the teachers, parents and students were in place on ABC Splash. With 
the ABC Innovation department involved in the production and the sites on-going 
creativity, technologically advanced features are ensured. One feature using ‘cloud’ 
technology allows teachers and students to create their own mash up ‘collections’ 
where, according to the website, they can ‘upload your own videos, songs and 
pictures.’ The trend for adopting cloud technology in schools is influenced by internet 
speed and therefore is still emerging.  
 
Buckingham (2007: 88) relays the view of Prensky (2003: 21) who asserts that in 
education the internet is an ‘active and participatory medium’ which provides ‘new 
styles of playful learning’ for the net-generation.’ Since the launch of ABC Splash in 
2012, ABC Innovation and Multiplatform continues to add new innovative material. 
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An example is the ConCensus microsite which visualises data collected in the 2011 
census where users can ‘View a Story’ or ‘Create Your Own Story’ or the ‘Live 
Events’ webcasts created on specific topics and delivered via Live Streaming at a 
specific time. Image 4.35 is a screen grab depicting the ABC Splash Live Events. 
 
Image 4.35 ABC Splash Live Events 
 
 
ABC has been active in connecting and building relationships with teachers and 
parents, producing a promotional ABC Splash advertisement to alert the general 
public, teachers, parents and students to the new learning portal. Teachers and parents 
informed of news and new assets with a regular e-newsletter. Unlike scheduling or 
budgetary constraints that may have challenged Showtime with cloudstreet 
Classroom or SBS with Go Back schools to promote on-air, ABC Television 
produced in-house a thirty second promotion of ABC Splash that was regularly 
broadcast in prime time prior to the 7 pm NEWS. The broadcasting of the promotional 
advertisement in prime time is significant to the research as it indicates and confirms 
the government funded public broadcaster, ABC, acknowledges and promotes online 
digital learning. The website is updated daily with new features and news posts, 
giving the site a sense of currency that is connected with issues and events happening 
in the community. The public broadcaster also hosts professional learning events for 
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primary and secondary classroom teachers such as Digital Ideas for the Classroom 
(2013) to provide information about the ‘exciting possibilities in the ever-expanding 
world of online learning’ (ABC Splash website 2014). 
 
ABC and ESA achieved their aim for ABC Splash to contain curriculum appropriate 
assets that can be used in the classroom, with the assistance of parents at home or for 
self-directed learning.  ABC Splash established a new standard in online learning 
resource production in Australia. SPEAK UP Project Tomorrow (Evans, 2012) 
paraphrases the term ‘free agent learner’ and writes about the paradigm shift to 
personalised learning brought about by technological innovation.  ABC Splash is such 
an example of collaboration between a television network and an educational 
organisation to facilitate 21st century classrooms, the teacher and the emergence of 
the ‘free agent learner’. It is stated on the ABC Splash home page that it caters for 
‘awesome adventures in your classroom and your family room’.   
 
The experience of creating interactive features for cloudstreet Classroom and the 
interactive quiz for Go Back Schools informed me on how to develop a learning tool 
that could impart knowledge in a playful way. I was able to apply this knowledge to 
my professional practice on ABC Splash. I learned that visual elements of design and 
colour are critical communication components and that interactive function is the 
point of learning. A well-designed interactive game does not need to rely on text to 
inform. For example, in the Barrier Reef interactive, it is not until the student removes 
all the threats to the reef that they are rewarded with a rich biodiverse animated 
colourful ocean.  
 
In this case study, my role was the creative development and production of 
multimedia for aggregation into collections, and assessing ABC archive material such 
as videos, images and interactives. With ESA as project partner, the collection topics 
and names were provided to me with a suggested curriculum relevant learning level. I 
investigated the curriculum for learning outcomes to guide my multimedia 
productions. The diversity of the collection topics provided me with the experience of 
creating interactive multimedia across four curriculum areas and for students from 
Years 5-10. I learned a benefit of the collections is that they can be conducive to 
individual self-directed student learning which could occur in any environment such 
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as the classroom, library or home. The blog comment ‘learning no longer has to be 
limited by the four walls of your classroom’ by teacher Kathleen Morris on ABC 
Splash relays an objective of the ABC and ESA multimedia production to facilitate 
and encourage learning at school and at home. Buckingham (2007:117) supports 
closing the gap between home and school learning through multimedia. He claims 
games are a connection ‘between classroom uses of technology and children’s out-of-
school experiences, and that they are ‘regarded as a way of capitalising on the benefits 
of ‘informal’ learning…’  
 
Several challenges existed in creating education resources in the early stages of 
producing ABC Splash in the lead up to its launch. Ascertaining curriculum relevant 
programming assets was an exhaustive process that required a refined process to 
ensure effective management. The volume of creative media that was to be produced 
for the ministerial launch was significant and led to outsourcing content creation such 
as interactives and infographics. Because of its production size, the ABC Splash 
project faced challenges. The size and multi-faceted nature of the portal meant that 
project partners, ESA and ABC, were challenged to develop and execute an expedient 
creation process from concept to publication on each and every aspect of the portal.  
 
As part of this practice, the ABC Splash case study built on my professional practice 
and added to the experience of the previous two case studies, cloudstreet Classroom 
and Go Back Schools. Creating the specific online learning resource content in the 
form of collections allowed me to identify and use the benefits of using of several 
multimedia modes in the one asset. It was a valuable learning experience for me to 
gain understanding of how archived assets, sourced content and purposely developed 
and created multimedia can be aligned and formatted into a single delivery mode 
while maintaining adherence to curriculum and learning level appropriate function 
and design.  
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CASE STUDY 4 
National Geographic Channel Education Hub 
 
The opportunity to develop and produce a curated portal in this final case study of my 
professional practice allowed me to put into practice the sequentially developed 
knowledge acquired from the first three case studies, particularly the significant 
insight gained from the experience on the education portal ABC Splash. When I 
approached National Geographic Channel I was aware of the organisation’s mandate 
for education. My familiarity with the network’s programming and culture would be 
beneficial to the project. National Geographic’s long-standing reputation for 
excellence in disseminating knowledge through photography and research began 125 
years ago. The organisation was established when a group of enthusiasts, who met 
regularly to share images and information about extraordinary people and places, 
formalised their gatherings by creating the National Geographic Society. Their legacy 
continues globally today in print format (magazine and books), in cinemas, on 
television and online. The digital age has provided another opportunity for National 
Geographic to distribute and promote its material via the internet. This case study 
investigates, through professional practice, how National Geographic Channel 
Australia can reach and develop an education audience through the creation of an 
online Education Hub.  
 
National Geographic Channel began in Australia in 1997 on Pay TV platforms Foxtel, 
Austar and Optus and two years later released its website. Its ‘sibling’ channel Nat 
Geo Adventure launched in 2008 was followed by Nat Geo Wild in 2009. The 
network features factual ‘stand alone’ documentaries and documentary series 
produced by National Geographic International Television, Australian and global 
production companies. Its documentary subjects focus on Science, Geography, 
History and Culture. Introducing viewers to people and places around the world, the 
network has been widely accepted as informative television at home and in the 
classroom. As claimed by the British Film Institute (British Film Institute, 2000: 5) in 
its report Moving Images in the Classroom the moving image is useful for teaching 
Geography in particular: ‘Video is used more widely in Geography than in any other 
subject.’ This comment endorses National Geographic television, in that since 
inception, the society has inspired and supported learning through its core principles 
of ‘Exploration, Adventure and Education’.  
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For the purpose of this research I suggested to NGC that its extensive archived 
programming could be re-purposed as a potentially beneficial resource for teachers 
and students. NGC has a culture of supporting new research and so my proposal was 
accepted. The portal was named the National Geographic Channel Education Hub. 
NGC Marketing Executive (2012) summarises the project objective with this 
statement: ‘the National Geographic Channel Education Hub is , developed to 
provide schools, teachers and students access to relevant and engaging educational 
content sourced from National Geographic Channel programming.’ I collaborated 
with National Geographic Channel webmaster and graphic design company Internet 
Design Studios to design and develop the National Geographic Education Hub. 
 
Stage 1: Planning 
With insight from ABC Splash and my understanding that navigation efficiency and 
design could influence success, I began the first phase of the creative planning 
process, planning the structure and information architecture of the website. The aim 
was to have function, branding and aesthetics intrinsically matched, so as to form a 
comprehensive National Geographic Channel user experience. Based on my insight 
gained in the previous case studies, I concluded that the design objectives for the Hub 
should be to: 
• Provide efficient and speedy access pathways to information for both teachers 
and students; 
• Be informative and useful to teachers; and  
• Be aesthetically appealing and visually inspiring to students.  
 
The second phase of the creative planning process was defining the product. From my 
extensive experience with the channel, I understood that, while the guiding parameter 
of its educational material is curriculum relevance, adherence to the National 
Geographic brand and ethos was paramount. I learned that National Geographic 
rigorously protects its brand, logo and style across all distribution channels from 
magazine, merchandise, online, television and cinema. Embarking on this case study I 
was aware that the Hub would also need to reflect the brand. Designing the Hub in 
accordance with National Geographic’s established style guide and distinctive look 
and feel was a challenging aspect of the creative work. Design needed to incorporate 
the resonance of the brand, the distinctive yellow border, be stylistically clean, appear 
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knowledgeable and display a playful inquisitive spirit. In the purpose created logo in 
Image 4.36 these qualities were the design objective.  
 
Image 4.36 National Geographic Channel Education Hub logo 
 
 
From experience with ABC Splash, I learned that identifying curriculum relevance of 
the channel’s program archives was the first step in the creative process. ABC Splash 
project partner ESA, the national government’s company that supports the delivery of 
national priorities and initiatives in schools, provided curriculum expertise to identify 
specific topics and learning levels in the planning stage of the creation of multimedia 
ABC Splash assets. 
 
NGC’s documentary library contains several thousand Australian and international 
programs dating back more than a decade. Managing this volume of content was 
potentially overwhelming. As a practical measure, I recommended that only 
documentaries that had been televised in the past five years (2007 - 2012) should be 
included in the Hub. This recommendation was based on my knowledge that current 
topics are more likely to be relevant to teachers and students, that documentary styles 
have changed over time and that a risk exists that some archived documentaries may 
contain information that is no longer factually correct. Dated production values might 
also reduce the educational value of a documentary. For NGC, this timeframe was 
legally appropriate because commissioned and acquired documentaries from 2007 
onwards were contracted to include online rights.  
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Drawing on my education consultancy curriculum expertise, I began the process of 
identifying which programs in the library were relevant to the Australian curriculum 
and related to general capability outcomes. The ABC Splash case study informed me 
that Education Services Australia found categorising content resources by curriculum 
subject makes access time efficient for teachers. Therefore, with my knowledge of 
National Geographic documentary topics and my past experience as education 
consultant for the channel, I was able to identify which subject matter in the content 
would pertain to Geography, Science and History. So I categorised the programs into 
the three Australian curriculum subject areas and then further designated the programs 
into curriculum strand ‘sub-genres’ to assist teachers in expeditiously finding what 
they are seeking. Table 4.8 shows the curriculum subjects and strands categorisation 
of programs for the National Geographic Channel Education Hub. 
 
Table 4.8 Curriculum subjects and strands used in program categorising for web design 
Australian Curriculum Subject Curriculum Strands 
Geography Places and Spaces, Humans and Environment 
Science Form and Function, Energy and Sustainability 
History Ancient World, Modern World 
 
My experience with ABC Splash, where I communicated ‘visually’ by means of 
storyboards with the web designers, indicated to me that a website wireframe (i.e. a 
diagram representing the website structural design) would effectively communicate 
my site structure recommendation to NGC and the web designers. In devising the 
wireframe, I envisaged the Hub should provide a logical, accessible navigation 
pathway for teachers and students.  
Click to see: NGC_Wireframe 
	   	    
 
Internet Design Studios graphically represented the wireframe in a page header that 
functions as a filter, expediting the search process. Agreeing the search function 
design is important, NGC webmaster confirms the search facility objective is to have 
‘a more sophisticated search option–rather than a single term, [where] results are 
sorted by channel, and whether they are a TV show, video, picture from the Nat Geo 
Snap! galleries, worksheets etc.’. Image 4.37 depicts the search filter options on the 
Hub page header. 
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Image 4.37 National Geographic Channel Education Hub page header  
 
 
Each of the three search fields contains drop-down menus allowing teachers and 
students to select their level, and choose their curriculum topic and subject. These are 
illustrated in Images 4.38, 4.39 and 4.40. 
 
Image 4.38 Drop-down menu teacher and student level selection 
 
 
Image 4.39 Drop-down menu showing curriculum subjects and strand selection 
 
 
Image 4.40 Drop-down menu subject selection 
 
 
 153 
Stage 2: Production  
With the search engine structure defined, Internet Design Studios proceeded to build 
the website while I researched NGC’s archived documentaries for programs less than 
five years old that dealt with topics relevant to Science, Geography and History 
education. Once the programs were identified, I then examined them for topical value, 
currency of issue and entertainment value. In undertaking this exhaustive process my 
objective was to identify and categorise curriculum relevant documentaries for 
inclusion in the Hub search facility. This process involved working through lists of 
documentary titles and synopses and selecting those programs that could be 
potentially relevant to the curriculum, and researching scripts and watching the 
documentaries identified to confirm curriculum relevance. An example of NGC’s 
archived documentaries list showing program title and ‘Description Synopsis’ is 
shown in Image 4.41. 
 
Image 4.41 A sample screen grab of NGC’s archived documentaries 
 
 
Once NGC’s Australian curriculum relevant programs had been identified, the next 
creative step was populating the search engine with tag words that a teacher or student 
might enter. To ensure comprehensive coverage, I sourced the tag words from two 
areas–the program script and the Australian Curriculum Science and History 
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(ACARA 2009) and The Shape of the Australian Curriculum: Geography (ACARA 
2011). 
Click to see: NGC_2011_2012_Education_Program_Tag_Words 
 
In maintaining language and text that teachers and students would readily identify, I 
scoured the separate relevant curricula and created lists of key words that teachers and 
students might enter and thereby completed the tag words compilation for the search 
function. 
 Click to see: NGC_Tag_Words_Geography 
 
 Click to see: NGC_Tag_Words_Science 
 
Click to see: NGC_Tag_Words_History 
 
To simplify the search function and assist teachers and students further, popular 
search tag buttons were created, as illustrated in Image 4.42 and as incorporated into 
the header in Image 4.43. 
 
Image 4.42 Education Hub Popular Search Tag buttons 
 
 
Image 4.43 Education Hub Header with Popular Search Tag buttons  
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To complement the channel’s documentaries and build the online education assets, 
Education Worksheets were formulated with program background information, 
ACARA curriculum relevance pertaining to the program and program specific student 
learning tasks. In consultation with the marketing team, rather than create worksheets 
for all archived programs as each month’s forthcoming programming was confirmed, 
I researched the documentaries and selected two or three with curriculum relevance 
and wrote the accompanying sheets. In writing these sheets I referred to the 
documentary research notes, the curriculum, and drew on my teaching expertise and 
knowledge gained from the previous case studies.  
 
Each worksheet contains ACARA references to ensure the program is curriculum 
aligned and the teacher is informed for lesson planning. For example, the worksheet 
for the program Down To The Earth’s Core contains reference to the Australian 
Curriculum: Science (2010: 1) because an aim of the science curriculum is for 
students to ‘develop a solid foundation in science knowledge and understanding of the 
…physical and earth and space sciences.’ Each month, during this professional 
practice case study two to three new documentaries and their worksheets were 
incorporated into the Hub search facility. Designed for downloading, these sheets 
were branded with the National Geographic Channel Education Hub logo.  
 
Click to see sample Education Sheet: NGC_Education_Worksheet_Australias_Greatest _Flood 
 
Click to see sample Education Sheet: NGC_Education_Sheet_Down To_The_Earths_Core 
 
 
A rollover device known as a ‘pop-up window’, as illustrated in Image 4.44, was 
created to clarify the learning level and subject application of the worksheets to assist 
teachers and students prior to downloading.  
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Image 4.44 Education Hub rollover device ‘pop-up window’ information  
 
 
The next step in the production was to design the overall experience in a way that 
connected to the style, look and feel of the channel brand. Reiterating BBC 
Learning’s primary research findings, Jones (2012) found that ‘above all schools want 
videos which are inspirational, aspirational and motivational.’ National Geographic 
Channel’s documentaries, like BBC programs, are visually appealing. This element 
was an important factor to be incorporated into the Hub website. The marketing 
intention was that the user should always feel that they are ‘in’ the NGC experience. 
Creating the Hub site with a central page focus and a generic Channel background 
was the response to this challenge. The design allowed for NGC to change the 
background according to marketing preferences. Image 4.45 shows ‘mock-up’ 
versions of the interchangeable background designs. 
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Image 4.45 Interchangeable ‘mock-up’ versions of background designs 
         
 
With the archived facility completed, I recommended to NGC that, to be in keeping 
with the digital ‘expectations’ of today’s learners, the site would benefit from the 
addition of extra interactive features. The Education Hub now includes two 
interactive features: Games; and Nat Geo Snap. These two facilities provide an 
opportunity for the network to engage with teachers and students to develop a 
reputation as an interactive fun learning website. I came to this conclusion during the 
previous case studies. Reflecting on the ABC Splash case study I learned that games 
could encourage learning while being playful in nature. Whereas Go Back Schools, I 
learned through the many students who uploaded their comments to the website, that 
today’s students are willing and at ease with uploading to websites.  
 
For games, I recommended that NGC address the trend for online learning games. I 
investigated ready-made NGC Games and, although I did not contribute to their 
production, the Hub now features access to several program related educational 
games. Prensky (2001: 4) writes about Digital Game Based Learning whereby, in the 
21st century classroom, the separation between ‘learning and fun’ is diminishing. As 
the National Geographic brand embodies ‘adventure, exploration and education’, 
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including games on the Hub would likely enhance the brand as a ‘place’ where 
learning and fun happen together. Image 4.46 displays a sample list of games included 
on the Hub website. 
 
Image 4.46 A sample list of games included on the Hub website 
 
 
 
Clicking on a link opens a game and presents a promotional opportunity for NGC 
programming, as seen in Image 4.47 below.  
 
Image 4.47 A sample game on the Hub website 
 
 
The other interactive feature on the site is Nat Geo Snap!, where teachers and students 
can browse, download and save National Geographic Photographs and upload their 
own photographs. The interactivity of this feature capitalises on National 
Geographic’s reputation for photographic excellence connecting with teachers and 
students who wish to share photographs and be recognised as photographic 
contributors to the brand.   
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Image 4.48 Nat Geo Snap! An interactive feature of the Education Hub 
 
 
 
Stage 3: Promotion 
 
Like ABC Splash, the National Geographic Education Hub is updated daily with new 
images and videos to keep the site looking ‘fresh’ and different. Unlike ABC, NGC 
does not promote the Education Hub on-air. The channel uses the site to promote its 
major new documentaries. Promotion on the site is easily achieved on the Hub due to 
foresight in designing the site with the ability to interchange background. Evidence of 
Channel promotion on the Hub can be seen in Image 4.49 which illustrates how the 
series COSMOS was promoted on the Hub. 
 
Image 4.49 Illustrating the background promotion of COSMOS on the Hub 
 
 
NGC uses the Hub to promote its on-air programs which may have possible 
educational relevance. The site displays several generic channel video promotions 
accessed by clicking on the video image. The videos change according to on-air 
scheduling and promotional strategies. I did not have any role in the production of 
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these promotional videos, except to recommend that they could be a useful short form 
video to inform teachers and students about the content of particular forthcoming on-
air programming. Access to the video is shown in Image 4.50. 
 
Image 4.50 Generic channel video promotions on the Education Hub 
 
NGC also uses the Education Hub as a marketing tool to grow its teacher database. A 
‘button’ on the site, as seen in Image 4.51, encourages teachers to ‘sign up.’ 
 
Image 4.51 Education Hub ‘Sign Up’ button 
 
Overall, NGC’s goal to produce a curated portal for teachers and students that 
contained that aggregated archived television programs and network assets was 
achieved From the knowledge learned in the previous three case studies, I was able to 
recognise significant further creative opportunities for the Education Hub that could 
make the site more appealing to teachers and students. However, several constraints 
prevented the site from achieving its potential. Unfortunately, budget constraints did 
not allow for the site to be developed to the extent the channel and I had hoped. 
Promotional opportunities were also hindered by a lack of funds. Restricted ability to 
promote the site, especially to the target market of harried time-poor teachers, 
severely compromised the success and valued potential of the resource. While the 
search engine provides efficient and expedient access to documentaries and Education 
Worksheets, in my view the limited content on the site does not provide the full 
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National Geographic Channel brand experience. More content and interactive 
features would enhance the site and encourage repeat visits. For example, the site has 
the potential to house previously produced NGC short form educational series FAQs 
and Future Matters. It also could feature more National Geographic assets that might 
be useful learning tools for teachers and students such as:  
• Behind the Scenes interview clips (as produced for cloudstreet 
Classroom); 
• Re-purposed short form videos and interactive quizzes (as created for Go 
Back Schools); and 
• Collections (such as the e-books created for ABC Splash).  
 
However, as it stands, the Education Hub website provides a marketable product for 
NGC and an opportunity for commercial gain. Channel Manager of NGC, Jerry 
Butterfield, in his interview for this research, states the Education Hub ‘provides 
opportunities to extend our brand to a younger demographic and possibly provide 
sponsorship opportunities.’ A recent sponsorship arrangement with the company 
CoolAustralia is a testimony to the Channel’s intent to attract younger audiences. 
Therefore, while the Education Hub is a functioning curriculum relevant archival 
website and accomplishes the professional practice intent of the case study, from my 
learned experience on the other three case studies, the Hub could encompass a greater 
degree of re-purposed on-air programming and channel media assets as interactive, 
appealing and engaging learning resource tools and thereby reach its potential. 
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CHAPTER 5 
 
Educational Media Production Design Considerations 
and Conclusion  
 
This chapter outlines the confluence of circumstances that currently present an 
opportunity for the television industry to re-purpose its on-air content for online 
distribution as learning resources for the education sector. Contextualised with current 
literature and supported by new knowledge learned through four case studies, this 
research culminates in a set of creative Design Considerations for education media 
production for the television industry as set out below. 
 
Untethered viewing is challenging the film and television industry to maintain control 
of its content delivery, and to secure and hold its fragmenting audiences. Changing 
viewer behaviour is a well-established research domain that is intensified by current 
digital screen innovation research. Screen Australia (2011) reports that younger 
audiences today comfortably flip between screens of any size in the pursuit of their 
entertainment. Buckingham (2007: 56) finds young people have no particular affinity 
with the television set, and so securing younger audiences and building brand loyalty 
is resulting in an international industry trend towards meeting the market needs of 
young people. Gee (2003) explains that in the United Kingdom, CBBC has ‘shifted 
from approaching the relationship between broadcast and interactive online as 
“program enhancement” to fuller integration between linear and interactive content 
and delivery.’ With young people embracing multi-screen delivery in the 
entertainment world, the education market is ready for new ways to access content 
across a variety of platforms. Current literature and government policy (as stated in 
Chapter 2) confirms the digital age is now well established in Australian schools.  
 
The 21st century classroom has emerged in response to technological advancement 
over the last two decades. As a result classroom pedagogy is cautiously evolving and 
adapting to the emerging trend for screen based learning in schools. For some 
teachers, this pedagogical evolution may prove challenging; as Tapscott (1998: 40) 
suggests, ‘innovations in pedagogy and learning [bring] a vision that challenges the 
teacher to change’. Literature confirms the substantial resistance of some schools and 
teachers to adapt and integrate screen based learning in the classroom.  
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Howard (2013: 357) explains that risk aversion can be influenced by school culture, 
teacher efficacy and a lack of confidence that online resources can support expected 
learning outcomes. However, despite these challenges, internet technology is 
commonplace in today’s schools. Its importance is evident in Buckingham’s 
statement (2007: 177) that in classrooms it ‘is not whether to use technology, or even 
which technologies to use, [it is] why and how we should use them’. Meyrowitz (cited 
in Buckingham 2007: 181) claims classroom use of media technology will ‘inevitably 
result in the demise of teacher-led instruction and the emergence of more playful, co-
operative, student centred learning’. This prediction by Meyrowitz is beginning to be 
realised as new pedagogical practices, such as flipped classrooms and ‘blended 
learning’ methods, where classroom learning occurs through a blend of face-to-face 
teaching and self-guided online research, are emerging.  
 
This evolution is a continual process of incremental change constrained by budget, 
teacher competence, pedagogical strategy and retraining capacity, digital literacies 
and curriculum frameworks. Online learning in today’s classroom ranges from 
downloadable study guides to interactive games. Students in 21st century classrooms 
characteristically seek visually dynamic information formatted for self-directed 
learning. Yet issues such as plagiarism and quality control continue to hinder the 
evolution to fuller adoption of classroom screen based learning. 
 
Prensky (2009: 9) claims game-based learning is ideal for the ‘games generation’, 
who live in an interactive world where seeking and receiving information via visual 
mediums rather than via textbooks is natural and appealing. Out-of-school, young 
people are using their personal internet connected devices to manage their social lives, 
entertainment and information needs, so at school they tend not to find traditional 
teaching engaging. As Itō (2010: 22) explains, ‘social network sites, online games, 
video-sharing sites, and gadgets such as iPods and mobile phones are now well 
established fixtures of youth culture’. It is apparent that, to keep pace with out-of-
school screen behaviour and inspire in-school learning, teachers today are compelled 
to draw on dynamic multimedia resources.  
 
In the context of adolescent screen use, IT expectations, and the evolution and 
formulation of new pedagogies, the research and professional practice that is 
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embodied in this thesis has contributed to an increasing educational need for 
curriculum relevant, appropriately formatted, visually appealing online learning 
resources. Nevertheless, while educational researchers have established pedagogical 
adaptation to technical innovation in the classroom, to date, this adaptation has been 
met with limited resource content that can be used as online curriculum material for 
classroom teaching.  
 
The television industry, with its prolific on-air factual, documentary and drama 
programming, is well placed to meet the online learning resource needs of teachers 
and students. Both public broadcasting television and Pay TV networks are indicating 
recognition of the growing education market possibilities. ABC Managing Director 
Mark Scott (2008) outlines the ABC’s intent: 
As a partner in the digital education revolution the ABC can provide the 
platform and content to underpin a national curriculum, working with 
schools, universities, government agencies and education bodies to deliver 
the digital content that teachers and students need via free to air digital 
broadcast, broadband, Internet channels and downloads.  
 
More recently, Foxtel partnered with the NSW Department of Education and Training 
to develop curriculum materials for schools. Foxtel Education Initiative (2011) aims 
to ‘genuinely enhance classroom learning; be embraced by the Australian government 
and educators; and be relevant to the National Curriculum.’ This initiative is currently 
‘on-hold’ as Foxtel refocuses its funds and resources on developing innovative 
delivery and distribution methods such as Foxtel Go. However, with the television 
industry beginning to recognise an opportunity exists to secure an education audience 
with re-purposed on-air content and to allocate budget towards production, it is 
critical for the industry to adopt a strategic creative design and production approach 
for market success.  
 
The research outlined in this thesis identifies a timely set of creative principles 
ensuring networks and producers create effective, curriculum aligned learning 
resources that will be well received by teachers and students. The four case studies in 
this research provide insight, substantiated by current literature, which collectively 
form creative principles for education media production. Undertaking the case studies 
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in chronological order enabled me to reflect and build on my knowledge. As 
mentioned in Chapter 3, the first two case studies provided opportunity to analyse the 
creative processes involved in re-purposing single television production, while case 
studies three and four allowed me to investigate and develop understanding how 
television networks can aggregate production assets into a curated learning resource 
portal. Collectively, the professional practice and insights from literature have 
enabled me to devise a systematic best-practice approach for conceptualising, 
developing and producing re-purposed television content as online learning resources 
for teachers and students. Table 5.1 presents a summary of knowledge and 
understanding attained in each case study. 
 
Table 5.1 A summary of knowledge and understanding attained in each case study  
Case Study  Attained knowledge 
1. cloudstreet Classroom 
Pre-production and planning 
Short form video  
Marketing and Publicity 
2. Go Back Schools 
Interactive Quizzes and Games 
Delivery diversity  
Online (project) community  
3. ABC Splash Collections 
Aggregating multimedia 
Website Structure 
Currency 
4. National Geographic Channel 
Education Hub 
Search function 
Budgeting  
Promotion 
 
Using reflective methodology, my findings in this research determine that the twelve 
learned insights presented in Table 5.1 can be reconfigured into a single strategic 
education multimedia production process that can be applied to all television industry 
productions to ensure educational value and design expediency. I suggest this 
education multimedia production process be entitled Design Considerations for 
Education Media Production. The following section presents a summary of these 
Guidelines and expands on each of them.  
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Design Considerations for Education Media Production  
The twelve Design Considerations are categorised into three stages, as set out in 
Table 5.2. 
 
Table 5.2 Design considerations for educational media production summary 
 
Design considerations for educational media production  
 
Stage  Design Considerations 
 
1. Planning 
 
  1. Pre-production and planning 
  2. Aggregating multimedia  
  3. Budgeting  
  4. Marketing and publicity 
 
2. Production 
 
  5. Website structure 
  6. Interactive quizzes and games 
  7. Short form video  
  8. Search function 
 
3. Promotion 
 
  9. Delivery diversity 
10. Promotion 
11. Online (project) community 
12. Currency 
 
 
Stage: Planning 
1. Pre-production and planning 
Planning during program pre-production is integral for successful production and 
marketing outcomes. Timing is a determining factor of success. A project’s education 
multimedia production will have a more effective outcome if the education 
component is included and instigated with the onset of a production. Of the four case 
studies, I found cloudstreet Classroom, which began the planning and pre-production 
process at a very early production stage, was able to achieve its creative intention and 
publish when intended.  
 
In the pre-production and planning stage, the first step is to engage an education 
consultant or curriculum specialist to ascertain the appropriateness of the content for 
young people, curriculum relevance of the content, student learning level and the 
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degree to which the student will find the content interesting and engaging. Reading 
the script, program synopsis, production notes and watching any already produced 
footage, such as a ‘rough cut’ or promo, will inform the consultant. When familiar 
with the program content, the consultant will match the program content to specific 
curriculum elements, for example, those given below.  
 
Australian Curriculum cross-curriculum priority: 
• Aboriginal and Torres Strait Islander histories and cultures; 
• Sustainability; and 
• Asia and Australia’s engagement with Asia.  
(Australian Curriculum: Civics and Citizenship, ACARA 2012:15) 
 
Cross-curricula general capabilities: 
• Literacy; 
• Numeracy; 
• Communication technologies (ICT); 
• Thinking skills; 
• Ethical understanding; 
• Intercultural understanding; and 
• Self-management. 
 
Australian Curriculum subject areas: 
• English; 
• Science; 
• History; 
• Geography; 
• The Arts; and  
• Civics and Citizenship. 
 
Curriculum Objectives: 
• Aims;  
• Rationale; and 
• Outcomes. 
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Curriculum Strands or themes (such as): 
• Literacy (English); 
• Australia and the modern world (History); and 
• Weather and Water (Geography). 
 
Curriculum Learning level:  
• K-2; 
• Years 3-4; 
• Years 5-6;  
• Years 7-10; and 
• Years 11-12. 
 
Further considerations are evident from this research. For example, some content 
lends itself to more interactive online delivery, while some topics do not (e.g. Maths 
and Chemistry). Currency is also a factor for consideration, as out-of-date or too 
theoretical topics suggest challenges for producing interesting visuals to inspire and 
arouse interest in students. 
 
The second step in pre-production and planning is devising a comprehensive 
inventory of all on-hand production assets such as footage or background notes, and 
assets that can be created during the project production phase. Envisioning and 
devising a creative ‘wish list’ at this early stage sets the creative goals in the 
multimedia production and serves to communicate the extent and scope of the project.  
 
The final step in the planning stage requires the consultant to familiarise themselves 
with the on-air production to determine potential creative media possibilities for the 
education resource. For example, if instigated early enough, on-set interviews with 
the producers, director and cast are valuable assets for the education resource that can 
connect the teacher or student to the project. The interview with Tim Winton’s 
Cloudstreet Executive Producer Kim Vecera for cloudstreet Classroom and Dr David 
Corlett’s message to teachers and students in Go Back Schools are examples of using 
the project production schedule to build assets and value in the online education 
resource. In both cases, as education consultant, I wrote the questions for the 
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interview to elicit comments that would interest and engage teachers and students. 
The interviews were edited and are housed on each site respectively. 
 
In education media production, timing can be an essential factor in market success. 
Sufficient time to plan, produce and promote an education multimedia production 
helps a project achieve its objectives. The challenge is to incorporate the education 
component of a production from the onset including acquiring development and 
production funding, to create and distribute the multimedia education resource.  
 
2. Aggregating multimedia 
In the majority of on-air productions, networks and producers have footage, artwork, 
electronic press kits and production material that can be useful relevant additions to 
the online resource. All available assets should be collated and assessed for 
curriculum relevance, learning appropriateness and stimulating interest for teachers 
and students. Once the list is constructed, it will identify what assets are on hand for 
ready use, which assets require re-purposing for online, and which need to be created. 
As with ABC Splash Collections, the presentation of assets provides opportunity to 
create interactive multimodal learning tools that are visually dynamic comprehensive 
formats for encouraging learning.   
 
These assets should complement the on-air viewer experience and should reflect the 
production branding, look and feel. The assets should further the on-air experience to 
online in a way that is in keeping with the topic.  For example, a televised historical 
documentary could be represented in an interactive historical timeline which allows 
students to interactively control their focus and learning. While each of the four case 
studies was different, the process of determining what possible assets may be 
available was the same throughout. Although cloudstreet Classroom and Go Back are 
single programs and ABC Splash and the NGC Education Hub are curated resource 
sites, I realised on each project a starting point is to take stock of all assets in all 
formats and to ascertain their curriculum value and currency. 
 
3. Budgeting 
Budget allocation and constraints are deciding factors in developing multimedia 
learning tools for a production. Including a budget ‘line’ from the beginning of 
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production ensures funding for the creative duration of multimedia production. An 
instructive determinant for the budget will be the creative ‘wish list.’ In executing this 
list, funding allocation for an educational includes: 
• Consultant fees;  
• Webmasters (in-house or external); 
• Editors (in-house or external); 
• Graphic design and artwork; 
• On-going site maintenance (if required); and    
• Marketing and publicity. 
 
As in all creative television production projects, budget is a determining factor. 
Developing re-purposed online education resources, this research finds, will continue 
to attract budgeting challenges until a commercial revenue stream is devised and 
established. Being a federal government funded digital revolution showcase project, 
ABC Splash clearly had the strongest budget to develop its educational creative 
media.  
 
4. Marketing and Publicity 
To ensure the education multimedia production reaches teachers and students, it is 
essential the program marketing and publicity experts work closely with the education 
consultant. This factor highlights the duality of an education multimedia production in 
that, while creative design is integral, so too is promotion. Therefore an awareness 
campaign developed collaboratively by the education consultant, marketing and 
publicity teams in pre-production phase guarantees an all-inclusive promotional 
strategy to maximise potential audience reach.  
 
The attention to marketing and publicity on the case studies cloudstreet and Go Back 
To Where You Came From resulted in unprecedented ‘hits’ and ‘downloads’ on the 
education pages of the sites. I compare this success to the National Geographic 
Channel Education Hub, which due to funding restrictions, has not been promoted 
and therefore has not received significant interest from teachers and students. 
 
 
 
 171 
Stage: Production 
5. Website structure 
The drawing up of a wireframe showing the information architecture, structure and 
function of the website confirms the creative direction of the site and enables all team 
members, such as producers, web designers, graphic artists, marketing and publicity 
to understand and visualise the final multimedia project outcomes. From the 
experience of case studies I understand that the structuring of the website is 
important. Teachers and students require clearly defined access and navigation. As 
learned from this research busy, time-poor teachers seek curriculum aligned well 
produced resources that they can access quickly (i.e. three ‘click’ rule access), and 
can easily communicate and share with their students. Structuring an education site by 
subject area is one effective way of organising the content with clarity. ABC Splash 
and the National Geographic Education Hub are structured according to subject 
areas. Designing the website in this way has benefits such as: 
 
• It assists in managing and organising the content and assets throughout the 
creative process; 
• It creates easy efficient access pathways for teachers and students to 
expeditiously find the information or media asset they are seeking; and  
• It provides an opportunity to shape the website to the brand ‘look and 
feel’. 
 
6. Interactive quizzes and games 
The next phase in the creative design is the production of multimedia interactive 
quizzes and games. Aside from curriculum relevance, these interactive elements can 
present the on-air material in re-formatted inspiring and fun ways. With interactivity 
and appropriate purposefully designed games accepted as learning tools, working 
collaboratively with the project webmasters and graphic designers can elevate the 
creative outcome. Their expertise, as in the case of Boccalatte with ABC Splash, 
provides vision and online creative parameters that can be time-saving in a practical 
sense, and are visually relevant and enhancing artistically. Creating a successful 
educational game several factors require consideration such as:  
• Aesthetic appeal; 
• Communicating predominantly by visuals; 
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• Limitations to text; 
• Speed and function;  
• Game duration; 
• Driver to encourage player competency; and  
• Reward or achievement game conclusion. 
 
As analysed in the literature review, several authors such as Buckingham, Itō and 
Jenkins find that a gap exists between students’ use of screen technology at home and 
at school. A challenge for education creative media producers is to develop 
curriculum appropriate resources in a format that interests and engages young people. 
In my view, of the four case studies, ABC Splash provides an ideal example of 
curating a variety of content and interactive format into one site. 
 
7. Short form clips 
An integral component of a television program’s education multimedia is the creation 
of short form video. BBC research indicated that teachers and students prefer online 
videos of between 3-15 minutes duration. Videos can be created by: 
• Re-purposing on-air footage into story threads or interviews; 
• The production of intentionally relevant interviews with program authorities; 
• Adopting of existing marketing and publicity videos such as promos; and  
• Re-fashioning deleted scenes into useful clips as extra assets. 
 
The learned insights on cloudstreet Classroom provided me with experience that I 
recommended to the second case study, Go Back Schools. Creating the re-purposed 
online clips was a new approach for SBS that proved highly successful with teachers 
and students. BBC research indicates that teachers prefer short-form clips of 
inspirational and motivational content. Go Back Schools online tutorials are a good 
example of how that can be achieved.  
 
8. Search function  
Rather than incorporating a generic style search facility in an education website, its 
usefulness for teachers and students can be improved by technically designing the 
search function to include key terms on the topic and to include specific curriculum 
wording. As in the case of National Geographic Education Hub, the search function 
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can include filters to narrow the search, but also to make the website and function 
more personal to the user. Filters to refine the search can include: 
• Position (e.g. teacher, student or parent); 
• Subject area (e.g., English, History or Science); and  
• Topic (e.g., Colonisation, Anzac Day, Vietnam War). 
 
As teachers and students rely more on online resources, the plethora of information 
can be challenging to navigate and distracting from the topic being learned. An 
effective and expeditious search function could possibly influence a teacher’s opinion 
or students’ opinion of a website. In my opinion, the National Geographic Education 
Hub search facility is a good example of a personalised effective search facility.  
 
Stage: Promotion 
9. Delivery diversity 
Education media can be delivered in several formats. Offering teachers and students a 
variety of delivery formats can help to reach more people and spread awareness. Each 
production should determine the delivery strategy that complements and promotes the 
multimedia production. For example, with Go Back Schools SBS decided that a 
comprehensive all-reaching delivery campaign would increase teacher awareness and 
support the intended public discourse. Hence, education resources developed for Go 
Back Schools were delivered in a variety of formats including:  
• School Pack (mailed hardcopy to every secondary school in Australia); 
• Multimedia online interactive elements and information; 
• Teacher notes and Student Tutorials available online or to download; and  
• ATOM Study Guides – Series 1 and 2 (available on SBS Go Back website and 
also distributed by Metro Screen). 
 
This comprehensive coverage of all formats ensured that Go Back Schools reached as 
many teachers as possible. In this case study, the delivery diversity provided an 
example of how a thorough and multi-formatted delivery attracts teacher and student 
attention. 
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10. Promotion 
Promotion is a key factor in aiming for market success. With the marketing and 
publicity campaign devised, the education consultant continues to contribute to the 
awareness and potential of the multimedia project in the education sector. Connecting 
with teachers through established avenues such as organised events has shown to be 
beneficial. For example, more than 1200 people attended cloudstreet Classroom 
cinema screenings and education resource information workshops. However, 
capitalising on promotional options bought about by the completed multimedia 
education site is opportunistic. These promotion options include on-air, such as 30 
second ABC Splash promotions and end credits information slide, alerting viewers, 
teachers, parents and students to the multimedia education website features. Video 
promos on the site promoting other aspects of the site or shows on the channel such as 
seen on the National Geographic Education Hub. In this research, case studies 
cloudstreet and Go Back provide evidence that strategic promotion can affect the 
interest and educational popularity of a program.  
 
11. Online (project) community 
Nurturing an online community through comments and blog facilities helps to grow 
teacher and student engagement with the site. The longevity of an on-air program is 
increased by of the online project even though it may not have been televised for 
some months. An example can be seen in Go Back Schools, where teachers and 
students continue to upload their comments several months after broadcasting. An 
objective is for the online community to communicate with each other by way of the 
site–sharing viewpoints and opinions and exchanging ideas for teaching and learning. 
Including this facility is also a response to the emerging trend for website users to feel 
a sense of participation and contribution, in particular when the program is 
controversial such as in the case of Go Back To Where You Came From. User 
contribution may be simply in the form of an interactive element on the multimedia 
site whereby teachers and students can ‘sign up’, thereby helping to develop a user 
database and nurturing user connectivity. 
 
From the moment it went to air, the Go Back To Where You Came From website 
began receiving the thousands of comments on the site over the week of broadcast. 
The inclusion of a comment facility allowed for the general public, teachers and 
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students engage in a public discourse about the themes and issues divulged in the 
show. Several months later, teachers and students continued to make comment on the 
site. The success of this facility is evidence that, if the topic of the program is 
controversial and curriculum relevant, it will continue to be accessed and used. 
 
12. Currency 
Challenges exist in keeping education media sites ‘current’. Generally, production 
funds cease once a project has been televised and the multimedia component is built. 
While a program and its educational website may attract currency at the time of 
broadcast, it may lose popularity as time passes. This research finds educational 
websites that incorporate ways of keeping the website current continue to attract 
viewers. ABC Splash maintains its currency by regularly updating news and video 
clips. Each time a user re-visits the site they are presented with new features to 
discover and learn about. Conversely, although SBS does not update the Go Back 
Schools websites, comments were received for years after broadcast not only because 
the site is an effective informative learning tool but also because the issue the 
program addresses, the refugee issue in Australia, continues to be curriculum relevant 
and useful to teachers and students. Hence, currency via curriculum relevancy is a key 
determinant of market success.  
 
Aside from currency, challenges for consideration include technological facilitation, 
pedagogical adaptation and television industry rights, time and budgetary restrictions. 
Challenges to educational media production are also inherent in the television 
industry as its business models evolve for a digital world. For example, a fundamental 
and current challenge for Pay TV is its limited audience in comparison to free 
television. The major challenge for Pay TV is to create a commercial business model 
that provides online access to its subscribing customers only. This model currently 
does not exist; for example, the FOXTEL Schools website is free for all to use.  
 
The formulated Design Considerations are based on my own experiences as an expert 
in the field of pioneering education creative media. They are not definitive guidelines 
nor are they the only way to approach the subject, particularly as each educational 
creative media project will have its own objectives, resource limitations and 
production constraints. Project partners may also influence the strategic direction and 
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process. Finally, funding of online education resources is a major inherent challenge 
for the television industry. As noted in the National Geographic Education Hub case 
study, a funding shortfall prevented the multimedia production reaching its full 
potential. This research indicates that opportunity exists for future research to 
investigate ways in which this emerging sector can develop revenue streams for 
producers.  
 
Conclusion 
The twelve Design Considerations for Education Media Production are the findings 
this research has uncovered. Each guideline is the result of new knowledge formed 
through research into literature, contextualisation with national and international 
examples and through the execution of the four professional practice case studies. I 
have formulated the design considerations to reflect the knowledge and insight I have 
gained applying reflective methodology. The creative design considerations 
cumulatively provide new knowledge for the television industry to: 
• Extend the life of its potentially educational programming;  
• Provide a vehicle for effective multimedia distribution; and  
• Contribute a form of production by which the television industry can reach the 
education sector. 
 
The twelve Design Considerations for Education Media Production establish a 
process attributable to any prospective television production. However, challenges 
persist during this time of transition as the industry adapts to the digital age, and new 
and various audiences emerge. For the emerging online education audience, if 
curriculum relevance is an essential factor in determining an on-air program’s 
potential as an online learning resource, then understanding how and why young 
people use their internet connected personal devices is integral to the creative media 
production process. Literature presented in Chapter 2 examines this pedagogical 
concern. Buckingham (2007: 143) identifies a further challenge and warns about 
companies creating online educational media packaged in a type of ‘techno-popular’ 
style to attract young people. However, I argue that the consumer culture in which 
most young Australians live is a media use driver. This benefits online learning 
production as it fosters young people’s ability to grow in confidence and personalise 
their screen experiences.  
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The impetus for independent use of personal devices has the potential to be nurtured 
into meaningful learning. As Somekh (2007: 84) reports in Speak Up Project 
Tomorrow, results of the USA national data survey find that ‘many of today’s 
students are exhibiting the characteristics of what we define as ‘Free Agent Learners’ 
who are independent and highly adept Internet connected device users. Educational 
researchers such as Alvermann (2010), Prensky (2009) and Buckingham (2007) find a 
challenge exists for classroom pedagogical methods to adapt and keep pace with 
wider social trends and technological innovations. Buckingham (2007: 143) calls this 
difference between in-school and out-of-school media use as ‘the new digital divide’ 
and recommends pedagogy keep pace with the world in which adolescents live.  
 
The ‘digital divide’ highlights a challenge for online classroom learning resource 
production, as it suggests that internet facilitation and teaching methods may be 
lagging behind out-of-school practices. However, as digital innovation continues to 
impact on learning and classroom pedagogy, the trend for 21st century concept 
classrooms continues to emerge, as schools take advantage of digital technology to 
access learning tools. If Somekh’s (2007: 7) assertion that an aim of most teachers is 
to give their students ‘purpose and autonomy as life-long learners in a rapidly 
changing world’, then the digital age will continue to influence pedagogical 
adaptation for teaching in the 21st century classroom. 
 
While challenges such as those outlined in the twelve design considerations exist, 
industry representatives acknowledge the obligations, value and commercial potential 
of creative multimedia education resources. The ABC and SBS in their discussion 
paper Towards a digital future (2008: 22) report more than sixty percent of teachers 
use ABC schools programs, news, current affairs and documentary programming. The 
ABC and SBS paper predicts that ‘digital and online technologies will be integral to 
learning in Australian classrooms and homes in 2020 and that online delivery may 
provide more flexibility than a broadcast service by allowing students and teachers to 
access material at convenient times’. ABC and SBS confirm the education sector uses 
on-air content for learning and suggests that the ABC as a public broadcaster may 
have responsibilities in providing online education resources.  
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The Cloudstreet Classroom and Go Back To Where You Came From multimedia case 
studies, as mentioned in Chapter 1, are single programs and are different from the 
education portals of the third and fourth case studies. With Cloudstreet the novel 
being a prescribed text in some states at the time of production, the likelihood of 
teacher and student interest in its adaptation for the screen, was apparent. Educational 
interest in Go Back To Where You Came From is now confirmed with the series’ 
recent inclusion as a prescribed NSW HSC 2015-2020 media resource for teachers 
and students of Years 11-12 English.  
 
Growing audiences through education multimedia can benefit public broadcasters and 
Pay TV networks and instigate potential revenue. Jerry Butterfield, Channel Manager, 
NGC claims developing more education multimedia ‘would provide opportunities to 
extend our brand to a younger demographic and possibly provide sponsorship 
opportunities.’ Production companies can also envisage the commercial benefits. The 
resulting creative Design Considerations for Education Media Production from this 
research are the roadmap the industry is seeking. 
 
In summary, a confluence of changing viewer behaviour, evolving classroom 
pedagogy, government education policy and ICT facilitation in schools is providing 
television producers with the circumstances to re-purpose on-air content for the 
education market. The confluence provides the opportunity for screen producers to 
consider the education market for their projects. The convergence of multimedia 
programming for classroom learning will allow television producers to capitalise on 
the new multiplatform education market. This research confirms that a ‘gap’ exists for 
the television industry to capitalise on an opportunity that could potentially secure the 
education sector as an audience and ultimately nurture commercial interest. The 
literature review, investigation into young people’s screen use, government DER 
initiatives, and the examination of Australian and international television multimedia 
production examples, and the four case studies analysed in this research collectively 
inform this research so as to identify and devise a set of creative design considerations 
for the television industry for effective and successful re-purposing of on-air content 
to online delivery for the education market.  
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The Design Considerations for Education Media Production formulated from this 
research clarify a creative pathway–a ‘roadmap’–for television producers and 
networks that, with the right business model in place, could potentially attract and 
develop an audience, provide longevity to an on-air production, and possibly generate 
a substantial revenue stream.   
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